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| REGULARS 


| | TF EDITORIAL 
| K's all happening at CRASH Towers . 


10 NEWS | 
Including the chance to go to two exciting events 
in London | 


TZ FEAR AND LOATHING | 
Hunter 5 Minson gets involved in a little gossip, 
seeing as the free lunches are in short supply 


30 LLOYD MANGRAM'S FORUM 

Lloyd's had a busy month, what with sorting out 
marketing deals and becoming a minor megastar, 
| | 50 his discussion shop has become a littie con- 
| | catenated (LMUND) 


[40 CRASH HOTLINE AND ADVENTURE 
CHARTS 


| E3 LLOYD MANGRAM'S HALL OF SLIME 
Continuing the sterling work of exposing cheats 


49 SEAN MASTERSON'S FRONTLINE 
A CRASH Smash this month for an old favourite 
| given a new lease of life | 


"| 55 RESULTS 
"News of additional prizes on offer too. Take a peek 
DE to see what you might win! 


| | 58 HANNAH SMITH'S PLAYING TIPS | 
“| The Glrlie Challenge pp Mansa Dora 
E “flame woman enough respond? Lots of Maps 

| | this month, with the usual mix of Tips 'n Hints 


72 DEREK BREWSTER'S ADVENTURE | 
E: Continuini lia etaring work in the worid of advon- 


presas tio do dr a 


coded toma by adventuring opin- 
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| Cameron. Pooh contados his education as he. 
ts fi the mind-expanding software | 


|  BICRASH/RAINBIRD GALLERY | 
1] A ormish lad stages a one-man exhibition this | 

















| 87 LUNAR JETMAN 







4 d | º at | | Parrotman takes a bashing — or does he? 
1 a or photo mataria intima || 94 TECH NICHE | 
y pio is paid for at 
Pg seu ré Franco Frey has fun with a video digitiser and 






Dominic Handy gets to grips with wordprocessing 
software 












| 99 TECH TIPS 
| Another mix of vigws on matters technical, includ- | 
ing an analysis of LOKI, a look at THE CODE 
| | MACHINE and another mini-project 

107 PBM MAILBOX 

Brendon Kavanagh takes a look at one of his . 
favourite games this month, and finds space fora 
few of your vigws too | 


| | TIS MERELY MANGRAM 
Lots of glossy colour pictures of upcoming 
releases tema afew worcia tod ...] | 
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FEATURES 


46 STRETCHING COMPUTER GAMES 
Pete ea takes a look at the relationships bet-. 

ween Fighting Fantasy, Role Playing games and | 

computer games — not just adventures. Next 

ini he looks at Role Playing games on compu- 
er 


84 MORE POWER TO YOUR NUMBER 
Another batch of goodies on offer to temp 


Rtnihe power ot a RESIMESMESSiEES: 
working for you 


| 89 GOULASH GOSSIP E 
| Mr Minson eats Hungarian style with a couple, a Er A 














Dutchmen . 









90 FIGHTING OFF DRAGONS do O, 
Tony Flanagan, new CRASH Staffer, zooms. prol 
Liverpool and gets the lowdown on oftware Pro-| 
| jects and their latest arcade conversion” EN so 


00 A CLASSICGAME FOR FREE! | 
cial ro dee CEE eaders only — buy four | 







| CRLand St Brides offer 
| joke pet pt apto in support of 


[os Avon 
Rainbird and Level 9 team up with H Samuel to | 
offer a selection of glittering prizes 
POEMA A LOKI! 
. «ina special TECH TIPS Comp 


106 WINA JUKEBOX! | 
| Mirrorsoft routt offer a real Wurlitzer Jukebox as top | 
amais gre y 









[Pick up your copy of CRASH on 28h 
August or carry a personal dark Cloud 
| around all gore dis MD 
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RAD 
SPECTRUM 48K COMMODORE 64 — 
Ocean Software is available from selected branches of. |P 


ZE) WHSMITH "AEE WOOLWORTH LASKYS Rumbelows | 
Greens Spectrum Shops and all good software dealers. Trade enquiries welcome, 


oco an Softwar ) Limited 
Ocean House - 6 Central Street - Manchester - 2 5NS - Telephone 06| 832 66 Telex 669977 Oceans G 
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INDEX TO GAMES REVIEWED IN THIS 














Action Reflex 28 Master of Magic te 
Barchou 110 Podder 109 
| Bobby Bearing 20 Pyracurse 118 
Brian the Bold 74 Rebel Planet 74 || NEW CRASH sleepy Shropshire town. He's 
otara | e3 Rebel Star 50 already zoomed up the motor- 
| ar Jourmeay : BO Rugby Manager 17 fim way to Liverpool! with Julian Rig- 
Cauldron H fiz Special Agent | nadl from ZZAP! and survived — 
Sab oh e3 Sportof Kings t08 see the Software Projects inter- 
ntdown '3 Subterranean Nightmare 15 view on Page 90 — so it looks 
Desert Hawk e4 Sword and Shield 49 like Tony is set to become The 
| FirstStepswiththeMrMen 79 TheCavemnsofKontonia 17 Bearded Man of Software 
Heartland 28 The Greatest Show on EarthiA | Reviewing. Welcome Tony. 
| Hijack 115, Toadrunher RR | We'll all want our own plantio 
am Fu Master 16 Trickofthe Tail 14H60 | rammed mugs now . 
Labyrinthion 108 Vowels of the Earth TB 
| Luna Atac 18 Word Games with the Mr Men 
"Mafia Contract ll Ed r9 
E VERTISERS' INE INDEX | A es ção dd pref 
AT&Y Level 9 a | | | SOF RE STAR 
E 69, 86, 1 ' 14 pise 111 | FOR YOUR 
idiod Eat 57 Martech : o |USGO 
r 04,105 Mind: CAÍ 
CRASH Mail order 118 arco as Je CALENDAR 
CRASH iv oiins 84,85  Mirrorsoft 97 E = Lda 
CRASH T-Sh 108  Newsfield 52,98 : | 
Datel 101 Ocean 456617009 || This month sees the arrival of 
DDS 59 Odin RR Pe | another Staff Writer — Gorge- | 
Design Design 42 OliPosters aa | | OUs Pouting / thought me'd had 
Digital Integration 1? Opus sq | | enough of Pig thank - 
Elite £,17,Back Cover Palace dg) | Posverin Oh alright then. 
ER Software 68 RAP dt | | Fer paragem ué abemvioned 
argoyle Games 33 Software Proj spas iii 
Gremilin 81 Posib Projects j Ai | Ary his chances with the undis- 
8 Video Vault 6 ET | Ciplined CRASH crew, and being 
34 Virgin 10) 19 | | a sensible man has brought his 
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1! nca curse — discover the lost temb oi Al 
Di the characters SO Mane ae inte ol tomb e cs Guide 
the tized and emo ca bia Donnel, 1 ie é drunken re 


Kite, flancee to the provocative Daphne, and dhe mischie VOS dog rnb, in theis 
ve Daphne from the dex astating curse of rante od American God Mipe Totec 
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GAMES CENTRE 


o Cheer Abou 








The official NUFL. authorised computer simulation, 
including a quide to American football rules. 
Two player game. 





Action packed strategie simulation, las! animated graphics 
and stalislics Charis. 
For one or two players. 


theno.lichoice 
tor games 


ABERDEEN 172 Union Siree! E BIRMINGHAM 98 Corporation Streel 
BRIGHTON 157/16! Weslem Road EE BRISTOL (8 Merchant Strext 
BROMLEY 1401144 High Street (in Burton Menswear) 

GLASGOW 28/32 Union Street IM LEEDS 94/96 Briggale 
PLYMIDUTA 105 Armada Way EE LONDON 100 Oxiord Streel 

TOP MAN Oxtord Circus 


10 CRASH August 1986 





| £120 WORTH OF PCW SHOW 
TICKETS UP FOR GRABS 


CR O e e — ge T  O ———— — e om m 


World Show is to be held at Ol 
pia in London and runs from the 
srd to the 7th of September. (The 


This years Popular Pb fee 
iym- 


firsttwo days are fortradeandbus- | 
Widely | 


iness visitors ont) 
regarded as THE event of the year 
for any one who has an inclination 
towards computers, the PCW 


show exhibitors include hundreds | 


of companies who will be showing 
of their wares. 

you want a first hand preview 
of what will be coming out for the 
opectrum over the autumn 
months, the PCW Show is vital vis- 
ting. Next month we should be 
bringing you a round-up of some 
of the goodies thai are likely to be 
revealed for the first time at Olym- 
pia, and of course NEWSFIELD is 
taking a stand at the PCW Show — 
don't forget to pay us a visit. We'll 
be in the National Gallery on the 
first floor. 

We've got 40 FREE PCW Show 
ticket packs, including the Official 


Show Guide, and they're worth £3 | 
each. H you fancy free admission | 


LUDLOW 
MAGAZINE 
EMPIRE 


Jo Quick was in such a hurmy to tell 
people about the games DURELL 
are scheduled to release over the 
coming months that she sent out 
five press releases. One to 
CRASH, one to ZZAP!, one to 
Commodore User, one to Sinclair 
User and one to CA&VG. 

Healising that the centre of the 
Computer Magazine Publishing 
world is firmhy placed in Ludiow, 
Jo sent them all to us at 1/2 King 
Street, as the picture shows ... 
After Lloyd got over the shock of 
tio the press release five 
times, he managed to give the new 
DURELL games a mention in 
MERELY MANGRAM before send- 
ing the information winging off to 
the appropriate London offices. 


Nothing like hammerng the | 


message home, eh Jo? 













to the Show of the year, jot the ans- 
wer to this simple question on the 





back of a postcard or en | 
and send à off to PCW TICKETS, 
CRASH TOWERS, PO Box 10, 
LUDLOM, SHROPSHIRE, SYB 
108. We'll be making the draw on 
August 20th to make sure the win- | 
ners get their tickets on time, so 
get a move on. 
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LOLITA LOREN puts Giriie Tipster HANNAH SMITH through 
paces. Or was that the other way round? Hannah looks like an 


CHETZA 


GIRLIE TIPSTER GETS INTO TRAINING 


| : 


Our very own Girlie Tipster (and star of this month's cover), Hannah 
omith, is eb Pres the challenge she issued to Melissa Ravenflame 
senousiy. While Melissa hides behind her pseudonym down at CAVG, 
Hannah leaps into action, donning a MONTY ON THE RUN jogsuit and 
jumping at the chance to get some training in. 

A Ittie while ago, Worldwide Enterprises from Birmingham staged a 





| wrestling tournament at the Ludlow nightclub, THE STARLINE. Spotting 


that a couple of lady wrestlers were on the program, and being a 
resourcetul person, Hannah got in touch with the management and fixed 
upa tramning session with Lolita Loren, British Eadiée Champion. put 


GENESIS 
BIRTH OF A GAME 


Mark Strachan (the MARK in 
DOMARK) wended his merry way up 
to Ludlow this month to show us 
Trivial Pursuits which is due out on 
the Spectrum in September. While 
he was here he had a quick riffle 
through the GENESIS — BIRTH 
OF A GAME competition entries. 
Hera he is, snapped at the official 
Competition desk in CRASH 
TOWERS. As you can see from the 
photograph, Mark was clearly 
amazed” by the number and gen- 
eral standard of entries. 

Dont forget, the competition 
winner ts likehy to tread the path of 
fame and fortune .. . The winning 
entry will be selected very early in 
August by an impressive array oí 
judges. The line-up consists of 
Dave Carlos of SOLUTION PR, 
Mark and Dominic from DOMARK, 
the team from DESIGN DESIGN, 
Graeme Kidd  representing 
CRASH and Mel Croucher, who 
willact as independent judge. 

' Melis rather pleased about this, 
because it means that DOMARK 
will finally have to cough up a bot- 








tle of cha ne they've owed e 

him for | for some reason so Es Ra 
obscure everyone has forgot- si: 
ten. Chegrs Mell | RE qe. «ú 
Mark Strachan, respiendent in his bow tie, leafs through the 
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THE AUTUMN PARTY! 


Newsfield is throwing a party in my name — literally, You see in 
December a brand new magazine is being launched and it's called 
simply ELIMA, Yes folks, t's me, Lloyd Mangram, and I'm on the 
make. Fed up with my piffiing desk stuck between the expanse of 
Graeme Kidd and mud-wrestilng, Candy-look-alike, Hanna Sniff, I've 
decided to branch out and licence my name to Newsfield for a weekly 
pay rise Of L2 13 (gross). Weil, George Michael can go solo, why not 
me, | thought? 


The party is being hetd in September as a flendishly clever way of 
convincing big advertisers that their products will just not sell uniess 
they get into LIMA. For some extraordinary reason, it seems these 
advertisers would like to look at some CRASH readers cavorting 
es disco, which is where you come in (being CRASH readers an" 
all). 





BE AR TO 


So where's it all happening? At no less a venue than the famous 
Camden Palace in London on September the 18th from late morning 
onwards (odd time to go bepping | know, but then advertisers are a 
funny crowd]! There llbea lot going on plus a chance to be among the 
150 first people ever to see ELIM (the magazine that is, | probably 
won't be invited as they're onty paving for rmy name). 


H you would lika-a chance to get to London, courtesy of Newsfiela, 

visit the Camden Palace and start partving, fillin the form below. 

You pe mixing with some ZZAPers as well, so best behaviour)! 
je chosen ones will ba contacted as soon as possible about travel 

arangements etc. 

Don't miss tt! 

LM 


Iwould Ikea chance to go to Newsfield's LM Launch party at the 
Camden Palace on the 18th September 19865. | 


RR 
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Return as soon as possible to: 
LMPARTY CRASH, PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1DB 
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Itis hot, The ice is gently cracklingas it fights a losing battle to keep my Bloody Mary ata drinking temperature. If 
this continues | might just pack itin and fly off somewhere cool, À sea breeze on a Greek beach sounds a tempting 


alternative to the city heal. 





Actually | may as well be anywhere 





word processor, 
| dae sa 


summer recess. Nobody wants to 
taunch anything, even if it means 
copious cold drinks, in this 
weather. 


month for constantiy dwelling on 


love Jeni Beattie, who handies 
| PR OGEAN, 

offance at my remarks about thê 
Mancunian moguis. 


Fortnums! hamper, Jeni . 
would do nicely. 

| have another follow up to the 
lastcolumn. Remember debonaire 
Andrew Wright, acTIvIsIon press 
relations person and noted lobster 
ddr A es 
among last issues ramblings 
Well, nó sooner had he 
than his fate was sealed! 

it isn't so much that the blond 
bombshel is leaving the piush 
Hampstead  headquarters of 
ACTIVISIOM. That's À ai playim 
| tow my leader as Greg Fisch 
bails out for 


that 


pastures are 


| extremely rich American yonks 
ago — he hung on do 
Andy but even 
the Curse of Minsór. 

No, the true horror is not even 


of Islington but that (ha, ho, ha. 
he's joinina NEWSFIELO! 

Yes, is to head THALAMUS, 
the new are label, along with 
Gary Liddon, the only person | 


shudder. Honestiy, a half of Barbi- 
can and the Big L starts rolling 
around like a graduate of the Ollie 
Reed charm school. 
Several examples of the Bodie 
and Doyle of bad behaviour's 
boorishness were to be savoured 
at a recent party, thrown by the 
extremely assistant ed 
ofarivalm 
| a qutaa Por oh PE 
: orney at 
well gal of medicine Dr 
Laszlo Leys and his fiançee, Cout- 
tanay, were en a quiet drink 
| wherm Wright took it upon himself 
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else but here, sweating over a. 


ve even been ticked off this | 
| the state Of my stomach. The.| 
took | 
Scarcity of fras lunches from the | 


" “Next time we have anew game | 
well just send him luncheon vou- | 
chers," she told Graeme. Or a | 


o featured | & 
appeared | É 


ns | 


| interestingly, | interviewed this | 


than | 
couldn't resist | 


pis move to The People's Peputalio | ER 


know who actually makes me 


| but | 


e (guessing who 





SN RE 


| The Poariy Queen of Argus Press Software, Jane Smith. Would 
| you send this woman a banana? 


to physically abuse me. Liddon 
stood by and laughed. Even the 
Kray Brothers were preferable to 
this sort of harrassment. 
ernd ittook mere words to set 
Andy to rights. Two words in fact, 
mtoo much ofa gentiemanto 
mantion her name in print. “'Ow 
did you know id Bon Ps 


 sofiware industry 


Jimmy Somervil dg No U thats 5 
unfair — Jimmy Somervilie isn't a 
silly enough question to deserve 
such an answer. 
Well, Andrew, The Shadow 
that and a lot more, and 
unilko ZZAP'S puny penumbra, 
this Shadow comes out after dark, 
This Shadow knows who You 





TA Va o | 
+ 4=> : nes a t 
Sam, 


traated to two nights in one of Lud- 
low'sposhesthoteis. But again Um 
e much of a gentiêman to say 


. just that the room cost. 


more than 71.99. Now “ow did | 
know that? 

Back to the clothes horse's 
sidekick though — Superyob! 
Amiongst this human garbage dis- 
posal's feats is the small mat er of 
the Apricot and chicken. Who else 

could possess the style and grace 
o cover the screen of somebody 
else's ACT computer with the 


| greasy debris ot a Colonei San- 


ders? N 
The machine had to be stripped 
down and bathed to remove the 


Kentucky Fried felon's remains. 





His behaviour at the party was so 
unwelcome. lhat the hostess, | 
sweet, delicate thing that she is, | 
retirad to bed very early indeed, 

Understandabiy Andy has been | 
hired to present the public face of 
THALAMUS. The thought of Half Bis- 
cuit-Half Beast, who weighs in at 
tó stone, Em told (and though he's 


| over six feet tall manages to look 


much shorter) being the public 
face of anything is akin to an 
cbscene Mount Rushmore monu- 
ment in its magnitude. 

Meanwhite in the wond of 
software, strange. things have 
been happening. The lovely Jane 
Smith of angus recently received 
a banana through the post. So dia 
several other gorgeous, pouting 


| | computer beauties. When some- 


body starts sending young women 


| bananas, it's time for some hard 


core Investigativo journalism! 
My first call was to my personal | 
fears the Elegant Baxter, nho is 
no longer eligible, I'm happy to | 


| say. Michael is quite capable of 


making people go weak at the 
knees, though unluckily for him his 
sultors are not always one 
hundred per cent suited. He | 
wasn't the man behind these par- 
ticutar fruity doings though. 

Next | phoned Jane to see if 
she'd sing. Well, the banana may 
have been yellow but she was no | 
canary. asked her ifit was firm or 
squishy to the touch but she 
declined to comment. All she 
would say was that an instruétion 
accompanied à, waming her to 
wait for the gorila, 

Eventually the la amived — 
orrather a photo of said simian dia, 
And with it an explanation. lt was 


| al a publiciy stunt by a PR 
agency, touting for business. Now | 


laskyou— ityou were Jane Smith, 
would you hire somebody who 
sent you a banana to publicize 


your 
SUL A brings us neatiy back to 
wrio we started and my thought 


| for the ijesye. In a month where 


there are no launchas, ever a difiy | 
bag full of pulped banana would | 
be welcome. So Jane, fyou didn't 


| eat it, please forward before | 


starve. 
Yours in fear and ioathing 


Hunger 5. Minson 





Sifyou go down to the woods today... 
youre sure of, a aj demíse... 


ja im 
dl o a : 
” 
: ns VEL 
ha, E 


“Cauldron E looks 
good, sounds good, 
and plays even better. 
Miss it and you'll 
regret it) 

—Zzap! 64 


“Don't delay, buy it 
today: 
C+VG 
GAME OF 
C+VG 
HIT! 


THE MONTH 
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THE FIRST AUTHENTIC 
SUBMARINE SIMULATION 
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SUBTERRANEAN 
NIGHTMARE 





Producer: US Gold Americana 

Retail Price: £2.99 

Author: Tim and Jane Cloff 

| 

| Dc: the 19B0's, various | and contact with them loses the 
nucigar weapons were | Professor one of his four lives, 
E. tested in the Nevada | Apart from the monsters, there are 


| desert. Atthe time, there appeared 
| to be no harmful after effects on 
| the sumounding environment. 
| Homever, in 1991, five years after 
the last test, severe seismic tre- 
mour's were recorded in the area of 
the testing site. 

Professor Fusion, a top scientist 
and an expert in these things, has 
been sent to investigate. However, 
as he strides out across the sun- 
bleached Nevada desert in his little 
radiation suit, the ground begins 
to shake beneath him and a great 
chasm opens up. Suddenly, Pro- 
fessor Fusion feels his body being 
sucked downwards. By a miracle 
he survives the fall, and finds him- 
self in a subterranean world of dark 
caves and even darker passage- 
ways. Slighty bemused, he dusts 
himself gpa begins to explore. 

Large, glittering radium crystals 
are scattered ón the cave floors, 
deposited abade A sp before. As 
“the Professor picks these up, sec- 
ret doorways open up before him. 
| alado cp «to say the least, Profes- 

sor Fusion explores deeper, and 
deeper and deeper... 

The Professor is not alone in the 
caves. They are populated by hide- 
ous monsters that have been 
deformed by the high levels of radi- 
“ation. In the half light, they clutch 


at anything, including the Profes- 
sor. Even his radiation suit can't 
protect him against these nasties 





steps or takes a chance? 


also mutant mushrooms to avoid, 
not to mention the Ominous Vat of 
aticky Gunk which is hardiy con- 
ducive to good health. 

às the Professor progresses 
deeper into the caves, he discov- 
ers that the systems harbour a 
more sinister secret than mutant 
monsters: a huge underground 
complex has bean built under- 
ground, The truth uam begins 
to dawn on the unflappable Profes- 
sor. This subterranean citadel is 
being used for storing deadly mis- 
sites which the mutants plan to 
release into the outside world as 
revenge for the nuclear tests that 
caused them all their problems. As 
soon as Professor Fusion realises 
this, he knows that he must 
escape at once and inform the 
powers that be of the impending 
danger. Thê more radium crystals 
he picks up, the more passage- 
ways are revealed to help him find 
the exit, 

Professor Fusion moves around 
the complex by walking or jump- 
ing. Some monsters are so doci 
that they permit you to Bounce on 


* their heads in order to get to the 
bed levels inthe caves, butmost | 
t 


them are not so friendhy. There 
are no weapons Involve 
game, 50 the Professor must stay 


alive by using his skill and dainty | 


leaps to avoid the terrors which lie 
beneath the Nevada desert. 





Oh dear. That looks ll 1 could be s nasty drop in front of the 
Prof at tha bottom left of tha screen. Should he retresce his 


in the | 


SUEBTERRANERA 


EEVITALE COLLECTER:. O= 


+44 


NIGHTHARE 


THE NEUTEZNO*S EXETHBEY FRETY 


q 


ad 
ur 
CEPE SPDP EDU SDS 


PEDE + R | 


ER a a a Lc dA 


Professor Eusfon contempistes blowing cut the candies at 
Msurtrinos birthday party 


CRITICISM | 








6 '' After last month's unexci- | 


ing start, | thought maybe 


AMERICANA could have done | 
something more positive than | 


this. H seems they can't. The 
graphics are nothing amazing, 
but there is some nice animation 
on some of the screens. Basi- 
calhy, it's just a very simple plat- 
form game, with no features that 


might make it something spe- | 
cial. | didn't find it very playable, | 
and was bored within half an | 
hour. Platform freaks may find kt | 
grabs them as being a reasona- 

bit of fun, but k | 


by cheap 
doesn't appeal to me in any spe- 
clal way at all. 


O “ There are so many trite plat- 
form games like this on the market, | 
ftis hard to see how big companies 
still release them. The graphics are 
above average, but only just. There 
are many characters, the majority 
of wiichficker and jerk around the 
piace quite baoly The various 
Scresrs are pretiy drab and unin- 


teresting. There are a few plat- | 
| forms here and there and if you're 
| lucky you might chance to see a 


decorative mushroom. The use of 


| Sound is poor instead of a tune 


there is what sounds like an elon- 





a E E O—— 





| 


gated scrsech, and the spot | 


effects during the game are mini- 
mal. ad there is nothing to 
kesp me interested for more than a 


few goes at a time. So, even for ils 
two pound price-tag, | wouldn't 
recommend dt. * 


O AMERICANA seem to be enter- 
ing the Spectrum budget market 
in à very quiet manner. All of their 
games so far seem to De typical 
budget games, and to prove their 
point they've come up with a typi- 
cal arcade adventure. Subterra- 
mean Nightmare is definitely 
nothing out of the ordinary but still 
presents as much game as most 
higher prced programs. The 
graphics are better than most of 
the small stick graphics that I've 
come to expect from budget 
games. These are very colourtul, 
extremely well animated and 
drawr with precision. The soundis 
nothing to shout about — so | 
womt! Gameplay is very accurate 
and sensible. The presentation is 
well up to standard and contains 
some very well written and mean- 
ingful instructions. Subterranean 
Nightmare is a very good product 
from Americana, but [feel they may 
be a lite late with this type of 
game. Ed 


À COMMENTS | 


Control keys: O left. P right, Z 
jump, W suicide, E abort, 5 save, 
Enter load 
Joystick: Kempston 
| play: not too bad 

Use of colour: a few colour 
clashes 
Graphics: a bit jerky 
Sound: nothing to write home 
about 
Skill tovels: one 
Sereens: scrolling arcade adven- 
ps i 

eneral rating: Might appeal to a 
hardened platform game addict 









Use of computer 50% 
Graphics 59% 
Playability 56% 
| is ia Aee 66% 
Add qualities 52% 
Value for monay 59% 





Overall 58% 





| 
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Producer: US Gold 
with Ocean 


Retail Price: £795 
Tide Data E 


honourable ty Bb 
| E Master is in abit ofa fix. Hid- 
den within the evil wizard's 
temple is a fair oriental damsel in 
distress. In the cause of truth and 
justice, the martial arts supremo 
must battle his way bah tha 
rooms in the temple to try and save 
her from a terrible ordeal. 

This wizard is no fool, however, 
and has made sure that his little 
lotus blossom is well protected 
against any who might try to 
rescue her from his dastardly 
clutches. He has used his magical 
powers to good effect and has set 
nto traps to prevent her from 

k 

Mystical globes hover sinisterly 
at head level, waiting to burst and 

odio our hero with dead 
pieces of shrapnel. Vases drop 
from the ceiling to reveal poison- 
ous snakes which slither around 
under the Master's feet. He must 
jump to avoid them or else he will 
bitten by the little sacks of 
venom and won't pedos allhappy. 
“vellow spheres drop near the 
ung-Fu Master he must watch 
out, for when they break open they 
| reveal fire-breathing dragons. 
| These can be ri E but their 
flaming breath is deadiy if you get 
too ctose. The wizard's henchmen 


you may be a Master of 

Kung Fu, this does not guarantee 

that you are invincible. The hen- 

chmen will try to dispatch you with 

E ia orawithasharp 
and pointy kni 

The Kano Fu Master walks 


nrttto ds aro di 


DI ISSN 
eo Ca re ATA 


E ml a dl Cp oa aa 
Li 


E ed Ze | E 


aitiil LT TERA 


O 


ii PGR mae 
a | Pro A 


KUNG FU MASTER 


| a Ai oo 


are not to be trified with either. | 





ia the ed play area, and 


a variety moves in his 
fohting repertoire. lb kicks, 
punches squatting 


kicks, all dospoof in 
Fiststyle, are just some of the 


in which he can dispose of his | 


enemies. 

At the end of each floor a door 
leads to the next level. The portals 
are heavily guarded by the wizard's 
lackeys, and a motley crew rdias 
are too — from gs to 
boomerang-weing felons, their 
sole in life is to stop you 
from gaining access to the next 
A in the temple. 

ca É a mystical fellow, the 
Kung-Fu Master has been granted 
three lives. He loses one of these 
byone of 
uards in the temple, and falls 


o & bottom of the screen. The 


"number of lives left is shown at the 


top of the screen along with the 
amount of energy left. Some of the 
nasties in the game sap energy 
er than killing outright. When 


energy level, ed by a 
| blue line, gets too low, a life is lost 
| and play resumes at the start of 


ra a Ee head 
every qu [e to 
an early grave, points are awarded 
depending on the the power of the 
vanquished opponent, and a 
ip of the scora so 
far. For every 40,000 points col- 
lected, an extra life is awarded, 
Quite apart from all the wizard's 
henchman, there is another prob- 
tem for our slanty-eyed hero to 
contend with. A strict time limit is 
set to the game, and each levelhas 
to be completed before this runs 
out, À clock in the status panel 
starts at 2,000 and counts down. 
The state of the wizard's army 
enemy is represented by a es 
band poccniniigaç the energy chart, 


Bevaro tho fire-breathing dragon because he's notnico. H that 
vaso breno, voy! have hosrois of siithering anakos to cortend 








air E E Es esa 
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f eg 


Tha Kung Fu Mastor Hosri an opponent, but a midget and » 
giant ars stending by to Finish him off 





which shrinks a littie mora as each 
satad. 


persecuted damsel is - 
ped win theft level of tha tem. 


minion is def 
Tha 


ple, held captive in a dark, locked 
room. The mission is completed 
when she has been freed,. If you 
want to continue the game, you 
retum to the first floor, but from 
then onwards there are more ofthe 
wizard's minions. The task is io 
harder second time around. . 


CRITICISM 





O “| first saw this one in the 
arcades a 








' mega-amazing by today 


| defini 


Mm COMMENTS | 
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Cope Sereia: 








got the and colour sorted | 
Out, “ic ri dim 
Kung Fu Master, all that is apparent 
is the most awiul flicker of tha 
graphics. The game is fairly aver- 
age as far as Spectrum games go 
ano, as a result, it doesn't do the 
arcade version justice. Loidir't like 
the idea of which level to 
enter at as this spoi the adoictive- 
ness of the game. Each level in | 
Kung Fu Master is no harder than 
the previous one as far as | could 
see. | dfon't find myself as stuck on 
the game as | felt | should have 
been. Not a brilliant conversion. " 


O The arcade game is nothing 
dards, DUE tis playable, and vam 
itis plavable, and 
addictive. Not SO US GOLD's dead 
ston, however. The front end to the 
game is quite impressive. The 
music (if you can call it that) is 
irrit | and the game 
lacks something to make 
E addictive. A big disappointment 
on something that, with the excep- 
ton of the scrolling, would convert 
quite gi to the e a 
although it looks as though 
pese An element of the A 
Hlity, albeit a weak element, 
si raso A disappointment, 





Control 

Joystick: 

ear play: quite responsive 
ei 


: redefinable 
pston, Cursor, Inter- 


lems and lots of flicker 
Poa tune É ida throughout 
Skill tevels: 


ne pane ro lovelo; scrolling 


backdrop 
General rating: Overall, a very 
poor Conversion from the arcade 













Producer: Atlantis. 
Retail Price: £1.99 
Author: John Shepherd 


ur hero is trapped, deep in 

the darkest recesses of a 

set of dank caves. The only 
light comes from glowing patches 
of phosphorous on the slime 
covered walls which twinkle in the 
halt-light. As feelings of claus- 
trophobia set In, he realizes he 
must get out as soon as possible. 
Unfortunately, the character has 
not been lessed with huge 
amounts of courage and this 
makes his task all the more 
difficult. 

To add to his predicament the 
caverns of Kontonia are filled with 
various monsters whose staple 
diet seems to consist mainly of 
unwary pot-holers. These nasties 
must be avoided at all costs. Every 
time the ço clashes with 
them his api pie sapped and 
eventualy R Tai him cl altogether 
and he dies. The courage-count is 


 represented by an apple at the bot- 


tom of the screen. As the far from 
Intrepid explorer gets weaker, the 
apple is caten away to the core. 
Lifa in the caverns Isn'ttoo hope- 
less, however, as there are various 
objects lying around that come in 
handy. The only way to get out of 
tha underground maze is to collect 
the sword and the key of ultimate 
power. Without these, the mission 
is futile. Other objects that assist 
escape are shown at the top of the 
main screen. When an umbrella |5 
picked up, for example, the pot- 
holder is protected from the occa- 
stonal shower of toxic rain. The 
bag of hole-filler may be used to 
age gaps in the cavern floor 

md sto cant get over. 

The best way to stay alive in the 
Caverns of Kontonia is to avoid the 
monsters, but our hero can get his 
own back. |f he manages to pick 
up the hammer, then he can have 
great fun indulging in a spot of 
nasty-bashing until the hammer 








COLURACE 








FF our iittie hero fa not vigiant, them a fabo morsa than death 





amratts him. ls not nico boing siripped to the bons... 


breaks. Some of the caverns in the 
game are filed with poisonous 
gases, Gas kills, unless you have 


had the foresight to pick up and | 


wear the gas-mask. 

Our hero moves around the 
caves on foot, climbing down 
ropes to get to the lower levels or 
using teleports to explore new 
parts of the cave system. 

The game contains eight 
screens, and some levels cannot 
be completed before the comect 
objects have been picked up. Do 
you have the strength to keep the 
wimpy hero going, or will his cour- 
age fail and condemn him to spend 
the rest of his life entombed within 
the evil Caverns of Kontonia? 


CRITICISM 





O “ This has to be the most 


infuriating game of the week. It's 
so easy to die before you get 
anywhere. Like so many other 
budget games, this has no last- 


| ing appeal or outstanding fea- | 
| tures. The graphics are of an 
average 


standard: the mary 


| undetailed characters flicker 


ar the backgrounds are boring 
and uncolourtul. The sound is 
also fairly mediocre, with only a 
few odd effects here and there. 
Not a wondrous game. " 


O “Ugh! Whats apare to 
ATLANTIS games of iate Some of | 


the ones ve seen have been really 
dire. A pity, after they started with 
such playable 
Kontonia /s pretiy bad. The 
cs are quite pleasing to start 
but when the colour starts 
elashina, they get less and less 
atiractive. Playing through the 
same boring screens time and 
time again is very imitating, and the 
whole game begins to get very bor- 
ing after an alí too short while. Not 
one [dd recommend. - 


games. Caverns of | 


6“ Oh great, at last aruantis have 
come up with a game that is above 
their usual standard. The game 
reminded me very much of the not 
so old Hocus Focus. The screen 
display |s only a third of the screen 
big, and it consists of some very 
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| forts. ' 


| down/plck-up/activate, O left, P 


| General rating: A fairly run-of-the- 








E q 





large,  colourtul and poday 
graphics. The presentation of t 
game was very poor = there's only 
two lines of instructions in the inlay, 
and very poor sound in the game 
itself. The control of your character 
isa bit slack but was quite ed 
to get used to after a while. Overal 
another typical budget game, but 
bit better than the usual arLANTISel- 


COMMENTS 





Control keys: O up/down, À 


right, Ade 

Joystick: Kempston 

Keyboard play: fairly responsive 
Use of colour: quite colourtul, 
though there are some clashes 
Graphics: not very good 
Sound: poor sound 

Skill levels: one 

acreens: eight 


mill budget title 


demonstraçe 


ve beina ore ot 
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Producer: Atlantis 
Retail Price: £1.99 
Author: Nigel Edwards 


| E E inside a space ship 
| crawling with aliens, the 

spaceman wants to escape. 
| Robot patrols are on his trail. 
Somenow the intrepid spaceman 
| must locate his escape shuttle, re- 
| fuel ft and crack the code so he 
| can flee from the merciless invad- 
| ars. 


themselves, the robots have also 
booby-trapped the ship with 


of the spaceman. Spikes rise 
ominousty out of tha floor and 
impale the unwary spaceman if he 
treads on them. Beware of glowing 
paneils in the floor. When they're 


if they change to blue when you're 
walking over them they sap your 
power pack considerabhy Contact 


in power loss. 

r power pack |s shown at the 
top of screen, cóloured 
magenta and labelled AG. Each 
clash with the patrol robots or a 


tz Over. 

in order to re-fuel the shuttle, 
nine barrels of fuel have to be col- 
lected. Fuel barreis come in three 
colours: m 
When three barrels of each colour 
have been collected, their con- 
tents can be mixed to provide the 
fuel for the shuttle. These barrels 


rAasSHURA 


ERR A 2 
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Apart from being very deadly by | 


elaborate snares to try and get rid | 


white these are quite harmiess, but | 


with the patrolling staff also results | 


trap around the space station | 
results in a drain of this power. | 
When the level becomes too low, | 
the spaceman dies and the game | 


ta, green and cyan. | 















are situated on platforms and are 
studiously guarded by the robots. 

The spaceman can move 
around the space station on foot 
or he can use the teleport pads, 
represented by flashing cyan 
boxes. If he needs to super-leap to 


| another higher platform, then this 


can be arranged by way of striped 
pieces of floor. When the space- 
man stands on these he automati- 
calhy jumps upwards and can get 
to where he wants to go. 

Once all the barrels have been 
collected the spacermman still has to 
gain security access to the shuttle. 

or this he needs a secret 
password. Dotted around the 
space station are computer termi- 
nais. When the spaceman 
approaches one of these he is 
given a seres of letters. Onhy one 
Of these letters will go towards 
making up the password anagram. 
Hfhe selects the right one, then itis 
displayed at the top of tha screen 
and transfered to the Master 


Bawnro of tha robot patroland aa demdly booby-traps! In this 
— spaceship te fMoora are never what they seem... 
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The minutes aro Hcking away. Can our little spacememn collect 





aii the fuel barreis he needs In time? 


Computer. However, if the space- 
man chooses wrongly, then some 
of his valuable energy is sapped 
away. Six letters are needed to 
build the access code to the Mas- 
ter Computer. 

There is a time limit to the game, 
Next to the AC box is a green one 
labelled TM. The green level gradu- 
aliy goes down as the game prog- 
resses and ff the escape mission is 


| not carried out within 15 minutes 


then the game is over. 


CRITICISM 





6 “ amanms has never really 
software. 


impressed me with | 


The whole look of Luna Atac is | 
very unimpressive and offput- 


ting. As with most 


games from this company, the 
screen contains lots of colour 
and very small, plain graphics. 
The idea of Luna Atac being a 
platform game is nothing new 
but going around getting the bar- 

g the codes is 
ctive at first, but after 
a few games | realised that there 
| isnta great deal to the game. ” 


reis and 
quite ac 


o 
DoSGbad disto sprite feer re remotos cia crems 


ba pd dd nad pad fi Tomie its 















































O “| seem to remember a game 
much like this a co of issues 
ago called Hypa Raid. This is not a 
great improvement, but at least 
vou can get to look around the 
Space station without having to 
work out problems first. The game 
is not really original or compelling 
but for two quid you can't reaily 
expect ft to ba. However, if this is 
your iype of game Fm sure it 
kesp vou playing for an afternoon 
at least. The graphics are below 
average — there are only platforms 
and smail undetailed characters. 
The sound is also poor The odo 
spot effect is all you are likely to 
hear. This segms to be a little more 
playabie than Hypa Raid so if you 
 fiked that Yourit probabiy get on 
with this. * 


O “Luna Atac bears graphical 
resemblances to Frank N. Stein, 
which in itself is not a bad thing, 
but the screens are very empty 
looking. The game isn't amazingly 
big, but getting around ign't quite 
as easy as il first seems. ATLANTIS 
seems to have stopped produc- 
tion of mainhy good games and the 
standard, in « al, seems to 


have gone down a little. That sala, 
Luna Atac is a reasonable game, 
but not one ['d recommend to any- 
| one who likes a game thais 

immediately hookable, as it takes 
some persistence to get into prop- 
erty. Not bad, overall ATLANTISDU 


could do better. 


| COMMENTS 





Control keys: Q left, W right, P 
activate, O W and P also used to 
crack computer codes 
Joystick: Kempston 

Keyboard play: responsive 
Use of colour: very colourful 
Graphics: quite good, though 
sparse at times 

Sound: occasional spot effects, 
but that's all 

Skill levels: one 

Screens: 21 

General rating: quite good, but 
could be better 








up the E 





















|n the summer of 1986 the crew of VIRGIN 
ATLANTIC CHALLENGER once again 

attempt to win the coveted BLUE RIBAND 

title for Britain by crossing the ATLANTIC 
OCEAN in the record time of 3 days and 

meme 10 hours. 

ME O a À Sa 4 Virgin Games brings you the VIRGIN 





pro ES o 44 ATLANTIC CHALLENGE GAME. This arcade 

º f game is a fun simulation of RICHARD 

BRANSON'S part in this exciting and 

& dangerous event. You must guide Richard 

at BREAK-NECK SPEED from one piece 
of equipment to another to keep the 

| boat ON-COURSE and in good time and 

take vital MONEY-MAKING (or breaking) 
decisions that are telexed to him from 
all parts of the VIRGIN EMPIRE. 


| SPECTRUM 48/1285 AMSTRAD CPC 464/664/6128 COMMODORE 64/1285 


«€7/95 .£8.95  .£8.95 


Available from all good Software Retailers or directly from Virgin with the tear-off slip below 


p= poe pm, 





Please rush me my copy of the Virgin Atlantic Challenge Game! 


| um 
ADURESS — = 


[| | Spectrum 48/128 £7.95 | | Amstrad CPC 464/664/6128 £8.95 | | Commodore 64/1282 E8B.95 
Tick appropriate box: 
| Please make cheques and postal orders to VIRGIN GAMES LTD and post to the address below. Please do not post cash. 
| VIRGIN GAMES MAIL ORDER, 2/4 Vemon Yard, Portobello Road, London WII 20X. 
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n the land of Technofear 
'! | mothers tell their baby Ball 
Bearings  fearsome tales 
about the perilous Metaplanes. 
They say that unless they're g00d 
lttie Bearings the monsters from 
A. the Metaplanes will come and get 
Pça, them in their sleep, Most yo 
pedra Bearings listen to this story with 
wide eyes and heed what their 
parents have told them, but occa- 
“slonally the odd rebellious Bearing 
decides that he or she knows best 
and goes out to-explore... 

Inall falrness, Bobby Bearing 
and his brothers were very obe- 
dient children until Cousin Nasty 
came to stay He convinced the 





CRI TICI SM | 


“ Though very derivative In | 
its presentation — Spin- 
| dizzy doesseemtobeatítis E | 
destinod to Inapire a a million | 
| Clones — Bobby Bearing is 
a heap of fun to play. ts 
Né main appeal is the realistic 
| reactions of the little steel 
ball as he's guided around 
the  Metapianes. Bobby 
raglistically rebounds off all 
manner of obstacles in 
very conmvincing m 
even curved ones. Às far as 
| the game goes, it's brill, 
tha ough a little bit difficult at 
first. [ta very easy to ge 
lóst Wnêén vou star om 
since some scree nstendto | 
repeat. After a while 
though, the old arcade 
adventuring Instinct should 
take control and a a falrly log- 
ical map for ms within yo TF, 


d Inclines €& 
at of rampirare comily as he cont 
horole Bi agr abr: 
te his quest o fetoh 
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Producer: The Edge 
Retail Price: £7.95 
Author: Robert and Trevor Figains 


a E 


“e i mind, Bobby Bearing |s a 
a, Pa] game [d recommend to 

5 PRE most people, especially 
EE E those enthralled by spin- 
RE NE dizzy. Though the format is 


similar, the challenge is dif- 
| ferent enough to stir up a 
falr bit of enthusiasm. * 


E ge 
r 
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younger Bearing brothers that the 
Metapianes were quite harmless 
and suggested a little sortia. How- 
ever, the stones about the Metap- 
ianes were not pure fiction and the 
Bearing brothers, together with 
their cousin, disappeared without 
trace. Being the elcest inthe family 
Bobby must verture into the 
Metaplanes himself and try and 
rescue his relatives before its t00 
tata. 

Tha Metaplanes are Inhablted 
by a race of mutant bearings — 
fearsome black spheres with huge 
teeth. Their idea of fun |5 to prey 
upon innocent bearings and do 
nasty things to them. Bobby soon 
discovers this for himself as he 
roams around the 30 maze that 
makes up the Metaplanes. The 
Black Bearings are very posses- 
sive about their property and get 
quite vicious. They jump out from 
dark comers and stun our hero into 
sesing stars. 

somewhere in the Metaptane, 
Bobby's brothers le in a state of 
unconsciousness. The heroi 
Bobby must locate his. relatives 
and then push them along, back 
through the maze, and shove them 
through the tube that leads to their 
home. Not a simple task, as the 
maze is very large and it is very 
easy to get lost Or wander into a 
screen from which there is no 
ESCApe. 

Bobby Bearing can roll around 
the maze following the amows that 
show him the extts from the current 





secton. Air blasting holes send 
master Bearina shooting up on à 
current of warm air — with careful 
timing they can De used as lifts to 
get the littte smiling steel ball to 
previously inaccessabla areas, 

Each monochromatic screen 
contains. à singie section of the 
three dimensional maze. and as 
Bobby moves off an arowed êdge 
of one screen, the next section Of 
magze flips into view. Switches ih 
the ground turn, on magnets, trig- 
ger off nastias and activate blocks 
which may De used as lis when 
Bobby passes over them. 

Apart from the evil Black Bear- 
ings, there are other dangers in the 
Metaplanes. Bobby really has to 
Kaep his wits about him. Slabs of 
concreta come Smashing down to 
the ground and. Img caugint 
under a descendng block has 
stunning results — literally. Bobby 
must also keep to the pathways in 
the maze — |f he strays t00 close 
totheedgeofaramponthescreen 
he stands a réasonably g00d 
chance of falling of. When Bobby 
is stunned a little question mark 
appears above his head and his 
eyes roll in confused concussion. 

At the bottom fight hand side of 
the screen a litia counter ticks 
down as the game progresses, 
Whenever Bobby falls off a ledgs 
or gets squashed by a flying sab 
he is Incapable of moving for a 
while and the clock counter 
speeds up, removing vitalseconds 
from the time limit in which the mis- 
sing bearings have to be rescued. 

A window below tha main play 
area raveais the name of the next 





member of the Bearing family who 
should be found and herded to 
safety Naughty Cousin Nasty 
Mummy Bearing 5 going to be well 
cross when she gets hold of him! 


CRASH August 1988 21 











Producer: Ariolasoft 
Retail Price: £B.95 
Author: Dave Harper 


oadrunner — half man, half 

frog — has been trapped 

inside a tortuous maze. Hid- 
den within the maze is the beautiful 
Princess who would be rather glad 
to De rescued, evenifitis by a one- 
eyed, dd frog being. No doubt 
when she bestows a girie kiss on 
his revoltm 
into a handsome prince — but 
there's a lot to sort out before that 

| can happen. 

Mr Toad must scamper around 
| the colourtul rooms in the Stone 
Master's castle looking for objects 
to assist him in his quest to destroy 
the Stone Master and release the 
Princess. The intrepid natterjack 
must collect those which he thinks 
will help him and ignore those 
which are useless. Toadrunnerhas 
four pockets and they can be used 
to store objects until he can think 
of a use for them. 

Only four objects can be carried 
at one time and these can be drop- 


H the toad wants to use an object, 
then he must first make sure that it 
is nestling comfortably in pocket 
number four. A press of the fire or 
“Use” button brings it into action. 
Ali the objects in the game are dis- 
played on the menu screen before 
the game stanis, with labels to 
assist Identification. 

The Stone Master's castle is à 


filed with nasty winged sprites 
who mercilessiy pursue the toady 
hero, sapping his strength with 
every onslaught. The Stonemas- 
ter's ugliest henchmen guard the 
exits from some of the rooms — 
| their touch is usually deadly, and 
there are onhy five lives to play with. 
The guards can be disposed of 
eventualhy, but the right object has 
to be in Toady's pocket for each 
quardian... 

Exits are marked by gaps in the 
dungeon walls. They may be 
attended by the nasty guardians 
or they may be open. Sometimes, 
there is more than one exit, and 
this is where Toad starts to wish 
that God had given small amphibi- 
Ous creatures psychic powers. 
Only one of these triple exits leads 
safely to the other room. The other 
| two lead to certain death, andit's 
no use trying to memorise which 
-ofthe three exits is the right one, 
| because they change every time 
Toad tries to pass through a set of 
portals, 

Although toads can remain out 
of water tor a while, evolution has 
not yet provided them with the 
ability to survive indefinite spelis 
on land. After seventy-five Toad 
Time Units have elapsed, our hero 
dehydrates and death is usually 
tairly imminent. After six Toad 
| Time Units have elapsed, a thief 
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TOADRUNNER 


| snatches any object he can get his 


“can only carry one object at a time 


forehead hell tum | 


| the adventure has been com- 


ped or picked up when necessary. | ELECTRIC 
- Riddlers 
| Scenario concerns one lovesick 


sinister hole and quite unpleasant | 
even to a homible warty toad. It is 





' been 





appears on the screen. He 


hands on. Fortunately, the thief 
and |s very greedy with it. Ifhesees 
another object within close pro- 
ximity, he drops the original object 
and snatches the new one. The 
robber can be kKiled, but 
despatching him while he's hotd- 
ing ar object means that object is 
lost from the game — and may 
make finding the Princess impos- 
sible. 

A percentage readout in the 
status area shows how much of 


pleted. The contents of Toad's 
four pockets are revealed, 
together with the energy icon 
which turns black as energy is lost. 
A clock keeps track of Toadtime. 
And all for the love of a Princess 





CRITICISM 


O “ Toadrunner's bears an 
- immediate resemblance to the 


DREAMS 
Den. Briefly, 


release, 
the 


prince in the guise of an over- 
weight reptile. He searches for 
his princess in the hope she'll 
transform his slimy body to 
something more  desirable. 
Original? | think not. Graphi- 
calhy, it's no more than 
adequate, with our reptilian hero 
wobbling through the game. 
Gameplay is all too familiar: it's 
an average arcade adventure 
atures that haven't 
implemented better 
elsewhere. Fans of David 
Harper's earlier game will no 
doubt love this one, but it's a bit 
expensive to my mind. ” 





Toady has just plcked the correct exit from the room abovo -— 


fiamos burn at the bottom ofthe other two passsgomaps af lhe 
e of the screen. Now there's that guardian io iske care 
E] 


O “must confess to not having 
seen Riddlers Den, so | 
approached Toadrunner with a 
completely open mind. The pre- 
sentation of the game is very neat 
and colourtul, with some good 
drawing on the loading and title 
screens. The sound is a bitofa let 
down, as it only consists of a few 
whirrs and clicks. The graphics are 
very colourtul and to avoid charac- 
ter clashes, the author has made 
sure that the characters don't 
invade each olher's character 
space. | felt that Toadrunner was 
good to look at, bit the actual 
gamepiav was very poor unless 
you are into puzzles. 'sa bit hard 
to play and suffers from poor colf- 
sion detection. " 


O * Definitely Aicdoiers Den ll 
except that this |s probably near to 
impossible to complete. The 


| “dai used are colourtul and 


Armed with a weapon, Tosd can deal with the email nasties, 
but the Alligator character blocking the exit isn't at all wor- 
rted! 


ily well drawn. The characters 
move around the screen nica 


and your frog has a novel wobble! | 


The sound is generally run-of-the- 
mil stuff, with effects during the 
game and a loud shreiking noise 
when you begin or end a game. 





' The game itself is infuriating: the | 











random triple exits tend to kill you 
off rather suddenhy and introduce 
a trustrating element of pot luck 
into the game. You'd have to be 
very persistent to complete the 
game — qne for Ricdlers Den fans 
and masochists everywhere! " 


COMMENTS | 


Control keys: redefinable | 
Joystick: Kempston, Sinclair and 
Protek 

Keyboard play: fairly responsive 
Use of colour: very colourful 
Graphics: quite well drawn 
Sound: mundane 

Skill levels: one 

Screens: 55 

General rating: A very difficult 
sequelto Ridolers Den 











Es 


“Only by finding the 


 offorms: animate gar 
stalline spheres. : 





Producer: Players 
Retail Price: £1.99 
Author: Sam Garforth 
and Steven Cork 


| Naughty Gypsy has cast | 
| a wicked spell which | 


means that you cant get 


back in to your castle. To make 


mabters worse, youve besn 
incarcerated in a Crystal Sphere. 

ic chalice 
of can you breal 


the spell 
and get back home. 

Tb atcompany you in your quest 
is your favounte hamster, Eric. 
Some help eh ? But Htte Eric packs 
a powerful punch. Somehow he's 
helicopter 


release him he can put a timely end 
to the various nasties that are out 
to stop you finding the chalice. 

Moving out from the castle 
grounds you enter a word of 
mazes, caverns, and exotic gar- 
dens. Sometimes you have to 
travel in the dark, with one 
section Of a maze in view. ere 
are also hidden rooms, some of 
them cul-de-sacs, where you must 
avoid geting comered by the 

grizzly ghouls in pursuit. 

The monsters come in a varie 
las, pet 
ing disks and cr 
There are also flying armows and 
the odd laser beam or two. And 
don't get too close to the colourtul 
hedgerows as nasties can leap out 
al any moment. 

Finding out where the chalice is 
hidden is really a matter of trial- 
and-emor. There are no screen 
directions, but there are various 
ão along the way which come 

andy. The sword is particularty 
useful as can be used to slay 
monsters; they have to be stabbed 
in the left ear — apparently their 
most vulnerable s: 
Without tha chalice theres no 


chance of returning home. And | 


dont expect any compliments at 
the end of the game. it's not nice 
being called a “useless worm'! 


À CRITICISM 





«««tThis game, to say 


| the least, is pretty tricky, in fact, 


V'd say that it's almost impossi- 
ble. The graphics are uninterest- 

the racters are very 
primitive and the backgrounds 


| are unvaried. The sound is p 


run-of-the-mill À 
although there are a couple of 
fair to average tunes on the title 


| Bereen and a few spot effects 


during the game. General 
there is nothing here that | 
haven't seen before. Another 
ep wonderful game from 
PLAYERS Em afraid. " 


O “had great difficulty trying to 


get Cagara to load and once Í dia, 














The castle ubvE: are closed, There is nothing you can do but 
leave the castle grounds and find the chalice. 





| must admit, | wish | hadn't The 
presentation is not all that bad for 
a budgel game, and tha sound is 
neariy decent too. | just found ia 
lã much too boring. 

ro response is very Pies 
Ps the graphics are very poor 
compared with most budget stuff 
— fheyre small and colourtul 
Even the most excitable person 
ad be impressed mith this 


O Cagarais really weird —notin 
tha sense of it being an entertain- 


ingly original game, either. The 
game, even for £2.99, Is far too 
simple, and though it moves at a 


| reasonable pace, gets boring after 


only a few minutes. I've seen the 


* Scenario more thanoncebeforeas | 


well: recover the chalice and get 
out? The sound on the title screen 
is the best bit of it. The graphics 
are very boring, with only a border 
around most of the screens, and 
some very fiicl Characters. 
Even for the price, Cagara is one 


Producer: Mastertronic 
Retail Price: E2.99 
Author: Derek Brewster 


scar has trouble with 

squatters, There he is, just 

about to moveinto his spa- 
cious gothic castle, only to find 
that someone has got there first. 
The evil Demon Grell and his 


band of sprites have set up rest- | | 


dence already and are none too 
keen to vacate the pror | But if 
Oscar doesnt persuade his 


unwanted visitors to find some- | 
where else to live, his soul will be | 


condemned t a eternal hell. The 
game il dação afforts to rid 
his-castie of ghoulies. 

various objects lying around the 
rooms of the castle can be used to 
destroy the spectral nasties. At the 
bottom of the screen |5 a row of 
icons that must be used in con- 
junetion with the action pointer. 
When Oscar sees an object which 
he thinks might help him, ea 
the pointer to the picking-up han 
and pressing the action key col- 
lects the item and stores it in one 
Of his spacious pockets. This icon 
select systems aliows objects to 
be examined, used or dropped. 

The Demor's apprentices are a 
vindictive lot and try anything to 





game that | wouldn't think about 
Fi 


COMMENTS 





Control keys: O up, Adown, Oleft, 
P night, bottom row to fire 
Joystick: Kempston, Cursor, Inter- 
face 2 

Keyboard play: responsive 

Use of colour: nothing special 
Graphics: uninspiring 

Sound: above average 

Skill tavels: one 

Screens: PLAYERS didn't know! 
General rating: À poor game, 
port do in | originality 








steal Oscar's soul. Contact with 
them drains Oscars life energy 
which is shown on an hour glass at 
the bottom of the screen. If Oscar 
finds his lite- y being used up 


tõo quickhy, he must find the Globe | 


Of Invulnerability Once inside, he 
can travel around the castle, imper- 





| Oscar trombies as the ghouis and ghosties approach 





| natural presence in 


| nasties, or will he be forced to flat- 


* poor graphics and slow playing. 


| looking characters which are all 


| 15 shghtly above average with lots 





eg to the attacks cf the beas- 
es. 

kt isn't very nice having a super- 
your house, 
especially when it's trying to kill 
you. Will Óscar manage to rid his 
Real Estate of the multi-coloured 


share for ever after? As usual, It's 
vp to you to sort things out. 


CRITICISM 


6“ Oh dear. Why have MaD gone 
and ruined their reputation by 


geme fi in tnat it's boring, both 
rapncoay and playability-wise. 

r three quid, it's not good 
value, and | don't think | would 
play itfor pleasure. " 


O "was really dissppointed with 
Conquest mainly because of the 


Tha screen is very poorly pre- 
senteo, with some very average 


very colourtul but result in lots of 
terrible ciashes. | thought that the 
screen had a good 3D perspective 
but that didn't always act trus. The 
game couldn't really make its mind 
up between an being arcade game 
or an adventure, and as à mixture 
its termibla. There are much better 
budge! games on the market. " 


O * I'vo seen so many games like 
this before that even ifa really com- 
peling one came along | don't | 
think | could get enthusiastic about 
it. The graphics are about average 
for this sort of game: lots of flicker, | 
colour clash and poony detailed 
characters. A nice touch is the way 
in which pour character looks at 
you every now and then as if to 
say: "what's going on?' The sound 


of well placed spot effects and 
even an awtul little tunette when 
the game finishes, General, as | 
with countiess other trite offerings 
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from MASTERTRONIC, | wouldn't 
really recommend this as there are 
many budget games around from 
pa aTa company which are a lot 
| ba Pd 





COMMENTS 


Control keys: redefinable 

ida Kempston, Cursor, Inter- 
ace 

Keyboard play: very poor, slow 


response 


Use of colour: lots of colourwhich | 


sometimas results in colour 
clashes 





ghtiy above average 
Skill levels: one 

Screens: about 300 

General rating: A passable game 


| but there are better alternatives 








DESERT HAWK 


"Producer: Players 

Retail Price: £1.99 
Author: Michael Barnard 
and Steven Bough 


nos again you have the 
chance to prove yourself 
as a hero on the battlefietd. 
| In Desert Hawk you pilot a sophis- 
ticated helicopter over à particu- 





larly nasty part of the desert on a | 


mission to rescue soldiers 
stranded behind enemy lines — 
remember Choplifter?. The risks 
| are high; the chances of success, 
| low, Only flying skills can decide 
the outcome. 

Under cover of darkness, the 
helicopter slowly rises into the sky. 
Silenthy, the chopper fiies over the 
arid desert in search of the 
wounded men. The enemy have 
been expecting such a mercy mis- 
sion, however, and have 
| positioned defences to destroy the 
| helicopter. À cannon fires lethal 
sheils which are very hard to see in 
the half light. Shrapnel launchers 
ara positioned rather too close to 
the pick-up zone. ÀS you appear 
on their radar, missiles shoot out 
of the top of the shrapnel domes, 
to explode, spraying shrapnel 


everywhere. Only skilful mangeuv= | 


ering prevents the helicopter from 
being blasted out of the skies, 

On the higher levels, more 
| Sophisticated weapons are sent to 
| stop your mission. The tanks can 
onhy fire shells to a certain height, 
but this makes them no less 
dangerous when you-are coming 
in to land and pick up some com» 
rades. The real weapons to avoid 
at all costs are tha heat-sesking 
missile launchers. These missiles 
are attracted to the engine heat of 
the helicopter and go to any 
lengths to destroy the chopper, 
umass vou can out-smart them 
with some pretty nifty flying. Con- 
tact with the missiles results in the 
destruction of the helicopter and 
tha mission is prematurely termi- 
natea, 


Only three soldiers ata time can | 


be carried to safety Ônce the 
| chopper has been successfulhy 
landed, the allies run on to the 
screen and hop aboard. When 
three guys are inside, you must 
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| take off again and fly back to base 


before returning to pickup another 


| batch. At each subsequent level 


the number of soldiers to be 
rescued increases by two, and the 
enemy weapon systems multiply. 
The helicopter is equipped with 
a defence system — at the start of 
the game, the helicopter has one 
hundred missiles. These can be 
fired horizontally or dropped on to 
a target below, depending on the 
position of the helicopter. Points 


ara scored in the game for picking | 


vp soldiers and these are dis- 


played at the top of the main | 


screen. 

The Landing Computer display 
occupies the bottom of the screen. 
When the helicopter is in the cor- 
rack position for a successful land- 
ing the colours around the edge of 
the landing screen stop rotating 
and the word 'LANDING" appears, 
Hf po try to land the helicopter 
before this has happened, it 


crashes. To the right of the screen 
there is the fuel and temperatura 
chart. If things get too hot, the 
engine cuts out and you drift 
slowly towards the ground. Should 
the enemy be below the helicopter 
when this happens, it's curtains. 





" Running out of fuel has a similar 
eflect as overheating the engine. 
“The screen serolis sideways to 
give the impression that the 
helicopter is moving. Below. the 
ancient relics 





desert with cactia 
passes by. 





CRITICISM | 


O “ Desert Hawk is the sort of 
game that takes you back to the 
age when all Spectrum games 
cost a fiver and you had to take 
pot luck in the computer shop 
when you bought a game (the 
mighty pages of CRASH weren't 
avallabls!). | feel that there is no 
real point to this one, as once 
you've completed the first bit, all 
the rest is the same. The 
graphics are full of attribute 
problems and they seem to suf- 
fer from iInbulk flicker The 
sound, however, is fairly good: 
there are lots of spot effecis and 
even a tuneful beep at the begin- 
ning of the game. The game 
itself is very tedious to play and 
also very primitiva, so | wouldn't 
really recommend it, even for 
two quid. A bad start for PLAYERS 
Em afraid. " 


O “The presentation of Desert 


| Hawk is good for a budget game. 


ts superior to the usual! budget 
stuff but not as good as the 
Spellbounds of the budget world. | 
found the game was very similar io 


Bringing the chopper into land would be a good idea — mind 





vou dom't crash though. . 


" convincing whir at the b 








F 
dE 


an old favourite, Blue Thunder — | 
not just because fts a helicopter | 


game but because the whole look 
of it is very similar The way the 
helicopter moves around is very 
pôo ano, like the rest of the 
raphics, suffers from a very bad 
licker when anything invades its 


| character space. The sound is very 


basic and merely consists of a few 
blips here and there and a quite 
innin 
of each game. The nho Toni o 
the game is very bright and full of 
colour but the graphics are not well 


| drauwm ano the desert scenery is 


not very convincing. A nice try 
PLAYERS, but something a bit more 


| playable next time please. " 


O First impressions of Desert 
Hawk left me dying to get away 
from it. The controls are extremely 
unresponsive, and the whole thing 
feitas ifit were one of those games 
that gives cheapies a bad name. ht 
can become a litile bit addictive 
after a whita, but it doesn't really 
justify an expenditure of £1.89 to 
my mind. There are many better | 
cheapies around. | were you, Pd 
take my money to Knight Tyme or 
something like that. " 


"COMMENTS 


Control keys: definable 
Joystick: Kempston, Cursor, Inter- 





| face 2 


Keyboard play: pretty unrespon- 
iva 

Use of colour: quite dull 
Graphics: quite a lot of attribute 
problerns 

Sound: some nice spot eflects 
and a realistic sound effect at the 


jinning 

Ski levels: one 

Screens: small scroiling play area 
General rating: Not terribhy excit- 
ng 








£9.95 for AMSTRAD 464/664/6128, ATARI 64K, BBC 32K, CBM 64, MSX 64K, SPECTRUM 48/128K | 


THE di sta MAGIK 


INDEPENDENT 
CREATURES 


INVENTIVE 
PUZZLES 


E SOPRISTICATED | 


WORD 
RECOGNITION 


AS YOU RISE FROM SORCERER'S 
APPRENTICE TO SUPREME WIZARD 
THE PRICE OF MAGIK 
WILL KEEP YOU SPELLBOUND 


Send a large 5.A.E. for FREE POSTER and mail order details to 
Level 9 Computing. P O Box 39. Weston Suner Mare Avon RS24 91IR 


MANY 
POWERFUL 
SPELLS 


VIVID 
WITTY 
RESPONSES 


200+ 
LOCATIONS 
ALL 
ILLUSTRATED 
(not BBC) 





Producer: Firebird 


Retail Price: £9.95 
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or thousands of years a 
flerce battia has been 
fought between the forces 
Of good and evil. During this war, 
the people of the Nather World 
were trar from their own 

risoned inside 
Tha « where the confiict with 
the evil demon Midas and his fol- 
lowers rages. 

The Book, in which the people 
of the Nether World have been 
trapped, was sent into our dimen- 
sion arriving on Earth for safe 
keeping until Midas is defeated. 
The tome has been passed down 
through the Ors until, one 
day, ft comes into vour hands. 
Being an inquisitive sort of person 
you sit down for a good read. As 
your eyes skim the pages, drowsi- 
ness sets in. Unable to stay awake, 
you stumble to bed, fallinto a deep 
sleep and start to dream of many 
strange things. 

ady dressed in white begs for 
help in rescuing her people, trap- 
ped in the lands contained in the 
weird dimension inside The Book, 
She tells you that the final chapter 
of bg Book has been bed ngm and 
ts six pages scattered through the 
lands, mixed up with six Dark 
Pages created by the forcas of evil. 
The people from the Nether World 








be returned to their own 
o edad dis iasorendom whole 

gain — missing pages must 
Ea found and replaced. The six 
des by dO Pt Di preo ia 

estroved to put paid to the pow- 
Brs A gp ita for all. 

“in ta t rts 
pou, bed and aíl, into the Foare 
and, and the mission to free the 
oppressed people of the Nether 
World ie hr Although the reign 
of the evil Midas is on the wane, 
some of his fanatical followers still 
roam the Heartland and do their 
best to hinder ; 

Movement through Heartiand Is 
achieved by: ipering Mad-Hat- 
ter style from screen to screen, 
being careful to avoid the holes in 
the ground — a fall means instant 
death. Providing the central 
character is facing left or right, ha 
can leap in the air to catch floating 
objects, Doorways and lts link 
screens and can be used by going 
“into” or “out of” the screen. The 
bed permits travel between the 
lands that make up Heariiana, 
once pages of The Book have been 
collected, 

On the quest for The Book and 
ts elusive pages itis wise to collect 
à weapon or two along tha way. 
Contact with ary of the nasties or 
their weapons saps strength, and 
relying on acrobatic skills to stay 
alive isn't very clever. Weapons or 
objects are collected by jumping 
through them, whereupon they are 
added to the Inventory in the 
status area at the top of the screen. 
The top hat is the least powerful 
weapon — three hits are needed 
to eliminate an | but ar uni- 
mited number of throws is availa- 
bla. À knife is good for nineteen 
stabs, with most baddies dieing 
after two hits; the flaming power- 


can on 





ball turns evén the stubbomest 
baddie into dust and old bones 
with a single hit, but only lasts for 
nine shots. 


The evil minions of Midas do 
their best to sap gth— andas 
they remove your life force, Midas 
gains energy and hiz grinning 
countenance grows in the inven- 
tory. bigacis a ng ade 
energy and can a night nui- 
sance. Goouches refuse to stay 
dead for very long, aven after 
they've been reduced to bones on 
the floor, and rise Up out of their 
remains to seek vengeance, 
Spacemen just hang around being 


CRITICISM k 









| The Spectrum has had its 





irmritating until they aré killed, 

Apart from eu minions, spells 
fioat around, some nice, some 
nasty. The large star spell homes 
in, sapbs energy and cannot be 

- Running away isa good 
move ... Touching a small star 
spell confers temporary invincibil- 
ty, while bubble clusters build up 
strength levels a little. 

The | Of time in Heart- 
tand is shown by two revolving 
hourglasses, one on elther side of 
the status area. The glass on the 
left revolves every couple of sec- 
onds, while the raght hand 
hourglass takes about | eight 
minutes to complete a revolution. 

| r you travel to another 


One land causes the Lady in White 
to run out of power. Ifthe hourglass 









on the right |s allowed to complete 
revoluton, tbs game over 


a 
First on the list of things to do 
has to be 'find a weapon" so that 
the score can be evened a litile: 
then it's time ai out The 
Book and begin Hunting for : 
To make life that litile bit easier The 
Book flashes when a missing page 
is in the vicinity — but pages still 
have to be found and identífiod, 


the Good must be 
added to The Book: the Bad pages 
have to ba dk . Let's hope 


the Lady in White can hang on in 
there and kesp you in this strange 
dimension until the task is com- 
pleted. 





| Control keys: top rowto fire, 
Q-Pinto screen or jump when 
| facing left or right, A-L out of 
screen, alternate keys on the 
bottom row lefy'right 
Joystick: Kempston, Inter- 
face 2 
Keyboard play: a bit awk- 
ard 


Li 

ga of colour: no clashes, a 
it sparsely used 

rapa: excellent anima- 
on 














Skill loveis: one 
Screens: 256 
' General rating: 
Use of computer 91% 
Graphics 93% 
| Playability 2% 
| Peti started 90% 
Addictive qualities a” 
| 9 
Value formoney 89% 
Overall 92% 
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| toma 
Like most balls, the star of | 


Producer: Mirrorsoft 
Retail Price; E7.95 
Author: Christian Urquhart 


ARA mother baligame with a dif- 
Ma ference! The central 
MP Wicharacter in this game is à 
chequered ball which has been 
trapped inside a linked sequence 
of three mazes. The sphere has to 


| ba quided through the - whole 
course three times in all, each trip | 
| of flame which suddenty erupt 


through the mazes more difficult 
| before freedom is won. 


Action Reflex can roll along the 
| floor — in this flip-screen playing 
environment, to the left or nght. 
Bouncing is also in the repertoire: 
holding the fire button makes the 
| Round One bounce higher and 
| higher until maximum boóunce has 
been achieved. The game is 
played against the clock, rep- 
resented by a chart at the bottom 
| ofthe screen. As time progresses 
| a yellow pointer gradually moves 
| towards the red danger zone, and 
| ifthe current section of maze is not 
completed before the time limit 
expires, it's curtains. 
A variety of static and mobile 
'obstacles must be avoided or 
evaded: bullets are shot from the 
ceiling; boxing gloves punch the 
spherical hero skywards, impaling 
| à on dangerous looking spikes; 
magnets lure the bouncing ball to 
the top of the screen and hold it 
immobile until a dart comes along. 
Nearer ground level, drains suck 
the ball downwards and pools of 
water lurk in which unsuspecting 
balls can easily drown. Air vents 
whoosh the ball upwards through 
a vacuum delivery system and 
| suck it along overhead pipeways 
to deliver the reluctant prizoner 
back to an earlier part of the maze., 
Whenever the ball is burst, time is 
lost and play restarts from one 
é of the current screen. 
me objects in the game can 
be of use to your little bouncing 
Chum on its travels. These are not 
collected on the journey as in most 
arcade adventure games, but are 
awarded automatically according 
to the number of points that have 
been amassed. Points are dotted 
around the maze in a variety of 
denominations, and are coliscted 
by rolling through or bouncing 
| onto them. Ônce five hundred 
points are nestling comfortably in 
| your pocket, a rubber ring is 
thrown your way. This makes it 
possible for the ball to pass 
unscathed over a stretches of 
water. Seven hundred points is the 
price of a hammer that comes in 
very handy for breaking down one 
of the glass walls blocking off 
explorable areas of the maze. A 
Key is slipped into your possession 


| when nine hundred points have 
| been collected, and can be used 


to unlock underground chutes that 
provide safe passage through 
tricky areas. These items can only 
be used once, and icons in the 
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status area keep track of the quan- 
try Of each of the tools in stock. 
When a direction key is pressed 
and held, the ball gathers speed 
and two sets of chevron amows 
under the time display give a read- 
out of the speed of travel. Releas- 
ing a key allow the ball to slow 
down and come to rest — there 
are no brakes! The speedometer |5 


useful when judging large leaps or | 


when avoiding bullets and spurts 


from cracks in the floor. 

When time runs out, the game 
ends and a result screen pops into 
view to report on gibi Better 
luck next time, eh 


aci 
y 
' 


TER 


o E = “mi 4 
Fl o 7 Fi IC , | 
Rar LÃ > | F 


& “ The preview copy of Action 
Heflax looked very entertaining 
so Ive been waiting for the 
proper copy for a few weeks 
now. | am not at all disap- 
pointed. This game has a really 
good feeling about it that keeps 
you playing: there are lots of 
nice graphical tóuches which 
help, like the bulge in the pipe 
when you are shot up it. The 
graphics are very near perfect — 
all the characters are very well 
animated and the scenery is 
very well drawn. My only niggle 
is that there is a touch of colour 
clash on the more colourfui 
screens. The use of colour is 
excellent throughout the game, 
and is never garish. The sound 


is fairly average but there are | 


some nice spot effects. À very 


[E 


Cameron's been practising his action photography —- hore'ga 
snap of the ACTION REFLEX ball in mid fight, asittravels 

| towards a setofceiling splkes after being biited by a boxing 
giDre 




























very g00d it is too. Though not 
| can recommend | absolutely stunning, this game isa 
strongly. " | otof fun: like it, " 


O “At first sight this game seems 

like Bounder, but viewed from the 
side, After plaving a few goes, | 
soon realised that Action Reflex 
also has good Sud to dt that 

should kesp any arcade player at | 
the Spectrum for ages. o bano | 
is very piayabie and Pi ar 


o dr and eddictive game 


Control keys: Z left, X right, 
SPAÇE increase bounce, P pause, 


addictive. Ah ielgpiah Reflex | O quit 

has some old i taken as a | Joystick: Kempston, Cursor, 

whole, the game es seems | Interface 2 

quite original, and is lots of fun to | Keyboard play: no problems 

piay. The ball moves around the | Use of colour: very attractive 

screen very smoothly, although | | Graphics: nice animation, lots of 

feel it moves more like a stone. | detail 

Action Reflex is definitely a move | Sound: good effects 

in à new direction. " Skill levels: one — gets progres- 
sively harder 

O * Neato! Lots of colour, and | Screens: 75 

V nice graphics make Action | General rating; À very quod 


x very attractive visually. The 
loading method is very clever, but 
the loading screen is not particu- 
larty brilliant. | found it very play- 
able, and despite the continual 
frustration, it also seems to be 

pretty addictive. The colour and 
grp style is reminiscent of 
hris Urquhart's last game, and 


game, frustrating at times but 
addictive 





Another action snap. The unmary sphere landed on that fria- 
ger pad, which sctivaltes the magnet. À dart is then 
“—-cespatlchod to deal death to the spherical adventureras itis 
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DISCOVERY 
CRUSHES 
COMPETITION 


NOW 
ONLY 








£99. 








95. 


E gosto piu Le 


tan amazing £99.95 Discovery deals a crushing blow to every 
Ã Spectrum disc drive system on the market. Now it's not just 
| the best equipped disc drive you can buy, it's also the cheapest. 


“Choose Discovery and you'll find a system packed with brilliant features: 
8 3/5"250K DISC DRIVE 
“6 DOUBLE DENSITY DISC INTERFACE 
6 JOYSTICK INTERFACE 
6 PRINTER INTERFACE 
8 VIDEO MONITOR INTERFACE 
6 RAM DISC FACILITY 
| & BUILT-IN POWER SUPPLY FOR DISCOVERY AND SPECTRUM 
“8 SIMPLE ONE-POINT CONNECTION 





Al this for only £99.95. And now there's even more! 


% FREE TRANS-EXPRESS UTILITY PROGRAM — 
TRANSFERS YOUR FAVOURITE TAPE SOFTWARE TO DISC 


dé CHOICE OF DISCOVERY FOR THE 48K OR 128K SPECTRUM 
d FULL 12 MONTH WARRANTY 

dé COMPREHENSIVE USER MANUAL 

% OPUS DELIVERY PLEDGE 


The Opus package is unbeatable value. We guarantee you delivery within 
72-houts Of receiving your order and it's absolutely FREE. 


To order your Discovery call the Opus Sales Hotline now on 0737 65080 
or post the coupon. Dealer and Education enquiries welcomed, Special 
export rates available. 
To: Opus Supplies Limited, 55 Ormside Way, Holmethorpe Industrial Estate, Redhill, Surrey. 
Please rush me the following: (PRICES INCLUDE VAT AND CARRIAGE) i 
| DISCOVERY unit(s) at LI14.94 ) 
| lencloseachequeforE-— or please debit my credit card Í 
| acountwiththcamountofE | 
|Myscces[] via] roi TITIIIIITICIITOO! 
| My COMPUTERIS: [Dasx Dspec+ [Diekitickbor) c 
E US 2 DS 
| ADDRESS 


l TELEPHONE 











The summer weather has certainhy caught up with Ludiow — even 
with all the windows open, the office is llke a sauna and ones or two 
seta of knaes (including Roger Kean's) have recenthy been treated to 
tha light of day, now that shorts have become acceptable dress in 
the Towers. 


| sit here siaving over a hot Hermes, without tha prospecít of a cool 


| canned drink to soothe mea: members of the Ludlow Mafia have 
| abandoned protection rackets (temporarihy) in favour of seff-preser- 


vation, and were spotted marching across the Bull Ring clutching | 
the entire stock of iced pop held by the Ludiow Newsagents. Ary | 
sploshes or blodges found on these pages this month have nothing | 
to do with Tony Lorton from Art — he's sunning his knees on a | 


wesk's holiday — they all come from my cum moist brow. 


is it my imagination or are we all 


turning into moaners? People 
never seem to : 


lot inha CoapuRdS dirijo 

topeopie? | do hope not. ita 
that people can put their moaning 
to more important use. 

People moan about the price of 
software, but at the back of their 
minds most of them realise that it 
is their software piracy that has 
sent prices soaring. MASTER- 
appear pi 
from strength to streng OW 
sis to cond 
MATE “go budget when 
only producing aboutfivegames a 
da about buy inatas it 

moan 
games that are either thetie, too 
easy or too difficult. pathetic 
een ft a 
maybe DOMARK would disagree. | 
ta be dh 
come n'there is no A sad 
room for the sofiwe ses that 


constantly irado coco 








DISGUSTED' Sudbury *| 


Dear LI 

lhave ut been reading your let- 
ters ando tell you the truth | im dita- 
gustedH! 


Hall people want to dois comp- There's nothing wrong with con- 
lain about your magazine why the siructiva criticism mhen it is 
blosdy helído they buy dt! applied toly fike your 

Philip Green, Newton Green, comments Philio! 


Sud bury LM 
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= this reply | say, * 





O MOAING O 
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E. 
Dear Lloyd 
| am writing for your advice on à 
problem | have about witen | go to 
buy games. When | have enough 
money to buy a game Iyell' Just 
goin' to qr game “and my mum 
answers, 're not going to 
buy a GAME É vu?" Alarmed at 
es, what's wrong 
with that”, And then my mum 
comes up with'the feeblest reason 
I've ever heard; "But, But, You've 
got games, why don't you play 


tia And so this goes on, 'm 
* just told that games are not worth 


the money (and some aren't), and 
that | must put the money in the 
bank, but surely buying an odd 
game now and then won'thun, it's 
not as if l'm always buying games, 
when | see something that 
fla good (and I've played it to 
make sure (t's all right.) Em 
told that | can't buy the game, and 
that | should get something else. 
Have you got an answer on how | 
can explainmy point ofview, as all 
my previous attempts have failed. 
Thanks a lot. 
Timothy Jones, Wallasey, Merse- 
yside 


Try putting it in terms ofof books, 
records or videos. Just because 
you've got a lot of books on the 
shelf doesn't mean that you should 
keep reading them again and 
again. Hall else falls, at the nisk of 
being branded folia 
sexist, why not try playing dirty — 
remind your Mum that's she's got 
lots ofciothes next time she comp- 
lains about “having nothing to 
wearto a posh do. .. Thenext let- 
ter puts part of another side of a 


similar story. 
LM 


DISAPPOINTMENT 


Dear Lloyd 

This is my first letter and it is for a 
good reason. | recently subscribed 
to sp boçnç gotissue 30,as 
soon as | got it through | dived to 
open itfor my free e. |was sur- 
prised to see | had no game, the 
package had not been opened so 
t had not falien out. Please could 
you tell me what has happened to 


my-game which is Ghosts and 
Gobii 


ins. 
Stephen McGinley, Mountbtow, 
Dumbartonshire 


Sorry you were disappoimed 
Stephen. Perhaps we should have 
made it a litile clearer that tapes 
included in a subscnption offer are 
sent under separate cover The 
magazinas are wrapped on special 
machines al our printers in Carlisle 
and put straight into the post. 
Aunte has to send games 
out in individually sealed Jiffy bags 
a a 
the ne 's jus 
as well she does. . Lu 


HUNTING MINSON 


Dear Sir 


The articles written by Hunter S 


Minson leaves a lot to be desired, 
na RA Co po 
pa doa 


and food mn vast 


rather 
than commenting on the subject 
he is sent to cover, 





mag nota Gourmet's 
io talo 

have some reponsibility to your 
readers. If they startto think 

that is normal business eu 
they are in for a sharp shock. No- 
one is to stand for ' mpi. 
onVolvos' We have dan 
gan element inthe inner wriy 
condone it in print, ff itis meant to 

be funny. ÍTIE NOT. 

JA Attwood, Norwich, Norfolk 


| ton't ilhink My Minson is congor- 
| siament 





they were 

be Mona 
Jack the Nipper. How about some 
ii ço 


im 


T ——— - E - a a am 





atitudes bear with US — papi a 
a me complaint which 
deserves your serious Conti ia, 
tion. Our feelings on the subie” (of 
have been broughtto* ur Na 


Den advent in your 
alithings o a nalo STAF 





AruM USBIS 


ala uniike SO 


of our acqu intance we don't ço. 


x either. Ne 
apout uters havs 


Dear Liovo 
f your mind is made up yet about 
having a ladies page” then why 
not ask the lasses to send in 
photos and make ita Page 3 spe 
cial (N this 15 printed | shudder to 
think of the kind of 'nice' letters 
vou'd recene. Unlass you give my 
address)! 
| Nextthe'neat' way Ol 
revamped this section. But is it 
obligatory to have grey splatters in 
tha middle part (or any other part) 








| Dear Lioyd 

q Iwant to ask you a big favour. 
Please could you get the subscrip- 

| tions department to “Isca el tha 

1 plastic envelopes which carry 

| atos o CRASE through the post 
to subscribers? 

| Youses, I'm a postman, and 
around the 20th of the month one 

q Of the houses on my round 
receives an issue of CRASH by 

Í subscription, six or seven days 

à before | have got mine, So far, | 

have resisted the temptation to 

, Open the envelope up and pore 
over CRASH's wonderful con- 

| tents, butthisact of denial cannot 

1 continue for much longer as my 

| wil-power is raptdly diminishina. 


many of the boys 









e no estanco ota 
RosettaMcLeadasa Cora 
Rossa Ng she in fact exists) but 
1 see listed a female SA ain 
e CRASH up several point 


ave to adi api pa 
that they may a 


a e write-up on Me Smith was 


ento 
(Gorgeous, pet or? 
pego de = "While the mem 
do bao e ra nome res 
puro am into ig 


etc etl 
astersom 


nas ti? 


of a letter (or even a rare poem? 
Can't Oli get his brother Franco to 
look at his Air brush 

Simon P Broder, 51 Marley Cres- 
cent, Marley Pots, Sunderland 


No wonder you see spoís before 
your eyes Simon. ! wouldn'tbe at 
ali surprised if the palms of your 
hanos were hairy too: 


LM 


| BEDEVILLEDBY 
| TEMPTATION 


Dept' to make the plastic folder 
open at one end or make the 
envelope a plain brown one so the 
temptation to open is keptto a 
rol Te. off the 
5 | The postman « 
Maxwell House Advert, Wallsend, 
Tyne and Wear 


Plain Brown Envelopes indeed! 
Whatever would people think, 
Kegp resisting the temptation 
postie— if pou area subscriber, try 
asking your colleagues to help you 
cut by ensuring your personal 


Pi as promptiyas possi- 


LM 


aço — backing up the dynama 
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Address . 
Quant... 










Top Spec, 5 Spencer Ro, E. 








P&P per tape) 


Cheques to Top 


ii RECAI 


SPEG 


RAMS FOR ONLY 


BROS 








olesey, Surrey KT8 OSP 
Spoo 


Dear Mr Mangram 
| cant understand the winging 
schoolkids who say they can't 
afford all the CRASH Smashes 
each month, and therefore have to 
copy other people's tapes to play 
the games. Well if they save up and 
buy one CRASH Smash, by the 
time they have completed the 
game they will have saved enough 
to buy another one. There is no use 
stock-piling ali the CRASH 
Smashes because ifa game gets a 
Smash it is most likely a brilliant 
game that will get you hooked, so 
you won't have time to play any 
others. 
As a veio Apebda |eould 
aftord every CRASH Smash every 
month but | don'tbuy everyoneas 
Dlaying every one of them to their 
full potential would be impossible, 
So stop dera pra start playing 
the games for what they are worth, 
vou dont win prestige points for 
owning every CRASH Smash, with 
every one pirated. 
Andi "The Armrogant” Kirbyshaw, 
Greatham, Cleveland 


Moderation in alithings, is whatmy 
mother always used to tell me. 
Moderation in most things (except 
pay rises) is what | believe in. ... 





SOCCER 
(48K Spec.) 
£2.99| 


: - RR pre pr: 
4 En [1 WED a 
| if a E pes 
+ F E Rm =." 
E SER ! + ame 
| EESn qd Blisra 
e qi Dvd desen o 
Ed, Edo mec 
agro PET TOR A 
| =E O Ds RR 
nr E, a 
E Gt rko e 
1! 








CITE TI 
É DEPRISSDENDI DAR 





CRASH August 1986 31 





| 
| 
| 
| 
| 
| 
| 
1 
| 


TT — —— 4 E E —————— 


m— 












Es 


do 


= a a Ea E 

| Pa RR RL, E a Rd 

a (una E q E 
(é ue ! . 


- -— o ] a Sm dl eme hi “e mea 


SMORGASBORD anuumnnunnumuu 






! Ei o 1 se E Es ir Fa ey T 
er Ear E ar Ear Mep Ey é» ey 
t AR LI DT NE 





Me 
Ma, 
A 
ij | 


To Ye Crashe Towers | Spectrum and then downloaded 

We ara two thirteen year-old onto a Mac with the heip of an 
Danish boys, who are ardent Interface 1, 5 nails, 2 metres of 
admirers of CRASH, Therefore, we wire, pligrs and a sledgehammer, 
have decided to send you a pic- as the best printer was onthe Mac. | 


tura, wot we draw ourselves on à 


ICC 40440946 


] 
| 


ENSURE YOUR REGULAR 
COPY OF CRASH | 


When a magazine is rising in circulation as rapidiy as 
CRASH is bd ca bag fito immediately and you 
may experience difficulty in obtaining your copy eve Y 
month. So the Dest thing o do is place a regular order wi 
qo local newsagent, which you can do by handing him 
his form. 


CRA SI a Ea raquide monthiy order for 


Name nm mad aa ERC A A dr vb ar ia e E da MN] 
Address PRE a aa Ema am BoA mm a E E A RR 
=. ma E] LE NE LR] ] ora n 
“a ME: boa a E] RR E ia 
To the 


month by. f ur 2 Kino Pit ui 
mor e, l=-d RIM Tee, OW, 
Shropshire ne 1AQ, o aa era eg hd 
the publishers if you have any difficulties In obtaining 
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Wonko the Dane, Vorbasse | 






E aTimaniac 
WRITES 





Dear Cwashy 
If you start giving Smashes to 
games that are innovative, and to 
them onhy | willmake U play THE 
GREAT SPACE RACE! That would 
be à bloody stupid thing to do (the 
omashes, stoopid), because 
innovative games can be SO 
unplayable (Hi MEL), and comput- 
grs are there for enjoyment, not 
tarting around saying how g00d 
innovative games are. | have met, 
and had numerous conversations 
with Mel Croucher, and he strikes 
me as very intelligent, so Mel don't 
waste it building up enemies. (lam 
still a devoted PIMANIAS, my 
number is 35. Maybe us 
PIMANIACs should meet at a Mic- 
rofair), 

have noticed a few things about 
games ads, Smailer, independent 
companies (GARGOYLE, MOSAIC, 
AUTOMATA) have better ads. They 
are funny, can give clues or are 
plain entertaining, But ads by 
OCEAN, ELITE et al are dead boring, 
often badly drawn (Legend of the 
amazingiy Badly Drawn Women) 
and are generally useless, except 
MIKRO-GEN (HI OLI!). this is another 
sign of how much “nicer' indie 
companies are. | recently led, 


sorry, read a letter in POW (| think) 
about someone who couldn't get 
his chewed up copy of Golf (by 
ARGUS PRESS SOFTWARE) replaced, | 
had a similar problem of Techni- 
cian Ted being chewed up, but it 
got replaced for no fee or prob- 
lems, with a friendly reply from the 
HEWSONS, so that shows how mora 
pleasant these companies are 
jand it etnia in their games). 
DOGS (dogs?]. Why are doggies 
being used in games and ads now. 
The first was PIDO, but there's now 
PODDY, the OFFOG, the 
Pyracurse dogay and BONZO, 
irom Jack the Nipoer And of 
course les in Trashman and 
Saboteur. When will there be 
the first dogay hero? 
Luv Bones, Feliow Pimaniacs 
please write) 152 Wellsway, Bath 
Avon BA? 4SE 


No wonder you've gota Fido Fixa- 
tion mith a name like that. DOGGY 
HEROES? Weil, there's an idea. 
Games with bite. Perhaps the Las- 
Sie licence is yet to be snapped 
up? Would a dog licence be the 
result? 

LM 


ant AAA TTR 





PROBLEMS 


Dear Lioyd 

HELP! Do you know, by any 
chance, the address of CAL or siL- 
VERSOFT? V'd like to send them my 
copy of Bored of the Rings, as it 
doesn't load. But the ads don't 
carry the address; the inlay card 
doesn't help, either. Ary cluas, 
please? 

Do you think you could ask the 
Ed (blessed be his name etc) to 
INSIST that all companies put an 
address on their ads? It's a bit 
stupid of them to leave it off — it 
doesn't take up that much space, 
and it IS essential. your local 
computer store doesn't stock the 
game, you can't buy it! Really sen- 
sible, eh? (OK, forgot CRASH Mail 
Order, butyou wouldr'treplace my 
copy, woutd you? | didn't get it 
from you!) 

Incidlentally, surely a computer 
store should undertake to replace 
all non-loading copies indefinitely. 
Our local store says that after 2 
days, you'vehadit— you'lhaveto 
send it to the company. 

Yours pseudomorphicall 
(LMUND), John Yeates, St Cle- 
ment, Jersey 


Sounds like another knock-on 
effectof piracy. The Sale ofGoods 


ê 


Act, quite clearly states that goods 
should be fit for the purpose for 
winich thay were | and ifload- 
ing into à computer and playing is 
at a computer game is sold for, 
then you should be able to obtain 
a retund or working replacement 
rom the shop after two days has 


elapsed. 

Sadiy some peopie have no 
doubt treating some retailors 
as o and copying software 
then deliberately damaging tapes 
so that they won't load. The 're- 
turns procedure by which retailers 
send faulty tapes back and receive 
credit from the distributor rather 
than the software company aiso 
complicates the retailer's life. 

Thus more and more shopkeep- 
ers are insisting that non-loading 
tapes be returned to the manufac- 
turers for examination before part- 
ing with cashor alternative tiles by 
way of replacement. lt might be 
worth nagging the shop a little 
more, or maybe taking your Spec- 
trum and tape recorder in with you 
“— Dutheres CRLS address any- 


may 
CRL, CRL HOUSE, 9 King's Yard, 
Carpenters Road, LONDÔN E15 

2HD a 


CONVERSATIONS E Vad DP PRO | Sr fe THE DOUBT OF 
WITH APEX fl E SÉ ax RABAK 


OLD TROLL! BEFORE THE GATES 
OF WOLFDORP 


SCREEN SHOTS FROM 
THE SPECTRUM VERSON 


BEWARE OF THE MAGOT 
WEREWOLE! THE PRINCE 


| E 


epa SPECTRUM 48/128k 
From 6a 16,0) Bd Bo AMSTRAD 

&” .the GAMEMASTERS ams L9-9S 
pr er ea 


GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WEST MIDLANDS DY2 8QB 


Telephone: (Sales) 0384 238777 (General) 0384 237222 





Available for; 


Amstrad (Disk and Cassette) 
CBM 64 (Disk and Cassette) 
Apple Il (Disk) 
MSX anda Spectrum 





Lloyd 
Arden pa A a couple of 
nts raised in 3 Valente's letter 
a He said that ULTIMATE 
has 'goneto the dogs ' so to speak, 
and that their latest releases have 
been a load of crap. This is a very 
unfair statement, although | must 
agree that Nightshade was not up 
sd ln sara 
with saying that 
Gunfri alo load of rubbish too? 
| think that Gunfright is one of vim 
MaTE's best and think thata ice 


hr through the back copies of 


RASH Hotline Top 30 RA 
Also, he Oii DONA Grau 


to pay the least bit otatientlonto é rd 
second rate mag like POW (sorry 
LM!) that said that Cyberun was 
also very poor. 

rr im my humble pao 
is sheer brilliance, s0 |5 
and [think you wil agree with me 
too, night LM? So before S Valente 
oranyone else starts slagging uLm- 
MATE Off, | that they play 
the games first and then form their 
own vigws (But that would be ask- 
ing too much of you Mr Valente, 
woutdr"t 1t?) 

I've gotone more gripe to make, 
and it's on CRASH (gosh horrar!!). 
Yes, | mean Hunter 5 Minson. 
Who is this stupid little prat? | think 
his fantasy" stories on orgies of 
gutsing and boozing are very Dor- 
ing to say the least. Personalhy | 
domtcare if he had a chip butlie or 

chicken in soya sauce. What he 
writes (?) is a load of iretevent 
tripe, andhecantry andrip out 
lmer if he wants to as well. But | dig- 
ress. Please LM you complain 
about lack of space, why not get 
rid of him and use the page for 
something 'a little more construc- 
tive”. Blackmail Mr Kidd by hiding 
his Doc's or something but get rid 
of Minson!l! | 

Well I've said enough! | hope 
your runner beans are coming 
along well and | wish Hannah 
Smith the Dest of luck in her “Duel 
to the Death". 

Mr € H Evans, Powys, Wales 


In reverse order: For some reason, 
they seem a little reluctant to 
Hlourish this year, but thank you for 
your kind interest; removing Mr 
Rido's Docs is not something to be 
taken lightly, his feet have a lot in 
common with Tom Thug's pedal 
extromities; the ULTIMATE question 
seems to have no ultimate e 


Ltoyd 
lhave dacided to write (well | 
actually) to you on the subject 
raised by S Valente in the JULyY 
issue of CRASH. He says that he 
thinks that reviewing poor games 
Is just a waste of time and space 
and ff they must be reviewed at all 






it must bo very briefiy. But on the 
| feel you should review 
them. Not just to show readers 
some of the poor games out at the 
sido nin 
and poor 
, but so as to keep readers 
aware tothe fact that there is some 
real rubbish out there and they 
must steer well away from it. 
Besides, | find sinos pos do 
sit back and read about 


picas Pop new rj gett 
| 
Este ig 


anda ing to 
furri out tha load of compleb and 
utter MUCK then you as decent 
and fair reviewers have every right 
to give it a good going over. And it 
is onhy fair that us sitting at home 
should be wamed not to buy the 
rubbish. 

Take us G0LD for example. 

did exceedinghy well. They pro- 
duced game after game, dad Sola 
of them excellent and of the 
est standards. BUT then in March 
they released the long awaited 
£orro. You reviewed ft that month 
and gave it an overall53%. Abitof 
a bet down for us GOLD. Then in the 
July edition oF CRASH | noticed a 
review of the infamous World Cup 
Carnival. 26% it said at the foot of 
the page. | read the review and 

ty passed out when | disco- 

itwas Dy US GOLD. 

Now, had O H not reviewed 
these games and thus not 
informed the every day peasant of 
pio, ain e 
james many people may 
ng: de da 

awaited Zorro. 
“EBdownthe drain 


raoti ave uloa dad Word Cup 
Carnival, . . Must buy that too 
because Us G0L5 write excellent 
programs..." £10 dowm the 
same drain. . . (with the game fol- 
lowing close behind). Only people 
who don't buy CRASH would have 
bought those games and THEY 
deserve all they get. (MAH!!! 

So what | am saving is you must 
keep printing the Igames so's 
we know what NOT to buy. Like | 
always say 'FOREMNARNED IS 
FORARMED" (or summink like 


that.) 
Jan Cook, West Ashling, 
West Sussex 





Just because a company releases 
a bad game or maybe two bad 
games in a row, doesn't mean all 
their releases are going to be bad, 
The converse is also Irue — which 
ts why we will continue reviewing 
bad games in with the good. 
Buying games on the strength of 
acompany's past reputation is not 
always à sound policy, as you so 
clearty illustrate Jan. Reading 
reviews, or at the very least getting 
a demo of a game from the shop 
(or asking a friend) is always the 
soundest policy before parting 


wet with that haro-earmed com- 
modity maney “a 


per Lo ith regardto S 
Oyouw o 
Voleio letter published in Issue 


no 30's FORUM. Mega-drivel are 

Nao Gn ut Hi tu mn 

He/She or IT whichever the case 

may be, e e wasted ho 

ink in [T'S pen, but 

your previously un- sia forum, 

and the time e pit 
Hd sa lido 


future down: bublRea ched by SVal- 
ante would arrive dead on 
schedule 





Grandma's funeral. They are 
bound to upset even the strictest 
schedulas. 

Point 2: Subscription delays. 
More unforseen circumstances 
and more 5, H, one, Tfrom 5 Val- 
ente, the rsader with'the IQ smaller 
than the Valente shoe size. Dis- 
tributing thousands upon millions. 
ofmagazine's each month can'tbe 
the easiest job in the world. Snags, 
again, will occur: this cannot be 
helped. Subscribers such as 
myself just have to accept it. I'thair 
magazine is iate, fair enough, f's 
not as ifit's a deliberate mistake. 
Alter all nobody's perfect, least of 
all 5 Valente, 

Point 3: ULmIMATE's downfall. 
More me rivel. | wish 5 Valente 
would adownfall, preferabhy 
offa short Cliff. To me, ULTIMATE are 
the world's top software produc- 
ers. N their programmers are pre- 
pared to spend months polishing 
a game up to the extent they do, 
then surely are entitled to re- 
use-an idea. If'5 Valente dislikes 
any ULTIMATE software | will be only 
too pleased to receive it, as being 
unfortunate enough not to own a 
Swiss bank account, the mis 
income at my disposal means | can 
it afford to “espia seo more than . 


e. 


Where would us games players be 
without No Guntrighis 
Alien às or abronaE to mention 


a few; life just wouldn't ba worth 
living. | cart think of one vLnMATE 
game reviewed in CRASH which 
has failed to receive a Smash. 

Point 4: Fair sabre Ei my tape 
recorder's hardhy t ioally 
advanced (Talwan- dog 
advanced is nearer) but all the 
same | do have problems with 
turbo lpaders. | manage though 
rainhy by pd the game for 
a new copy (thanks MICRO-FUN in 
Barnstey for being so co-operative 
over this.) As for removing the 
Lenslok code... pah! Now that is 
Sd unadulterated crap' for you. 

percentage of people who can 
do this must be mi pic (a 
good word for describing S Val- 
ente's brain capacity). In fact if 
prices weren't so high, piracy 
levels would also fal which brings 
me to the next point. 

Point5: Discount software. This 
is the only point | agree with but 
then again, what's wrong with 

software? 


Pointê: Heviews. lfitweren't for 
CRASH reviewing “dross games' 
then there would be a sight more 
divvies buying them. | unfortu- 
ing am one such divvy but after 
eis: Aneenóo several trash games, 
theones CRASH don' bicha 
review don't get htior pirated 
for that matter.) Another thing, not 
many programmers are so 
ae A il release their 
first g pai then have the 
privilige of sitting back, watching it 
climb the choro whilst qse d 
the royalties. Remember, no-one's 
perfect and everyone has to start 
somewhers. You never know, One 
of next month's CRASH Smashes 
may have been written by the 
author of one oflast months 'dross 
games” keep it up CRASH, and 
ULTIMATE. 10 out of 10 so far, with or 
without subscription delays. 
Jonathan Dale, (rorkshire and 
proudofit!), Haylandswainea, 
Sheffield 


Such vitriol! 5 Valente might have 
very rá sp for all you know 


one game every two months... Jonathan 


or 


CIRLIE TT 


Dear Llovo 





Is being taken over by women 
There are at least four female 

members of staff named in the 
magazine and God knows how 


canteen aí NEWSFIELD waiting tô 
overpower you and tum CRASH 


6) poe tino patterns 
Fonhy t 


Ss and recipes. 
ope this warning does 


already Ri obin Candy's position 


has been taken 


lake my advice and contine the 
fernala members of your staf to 
making the-tea and pushing the 
hoover around, which is after all 


over by a woman 
who insists on printing POKEs to 
make games harder, [suggest yol 


what they're here for (sn t it? And 


Leel E mus 1 warn vou that CRASH 


mary more there are lurking in the 


into another wmoman's monthhy full 


not come too date aslobs erve that 


| 


LM 


meamyruls us men can get on with 

tha more intellectualy dermanding 

Susinass of plaving the computer 

games and vuritiro magazinas. 

Mr P Schofield, Marple Bndge, 
Stockpor 


Dont 'us men“ me, Mr Schofisia 
Mt Mr Lididon was here for was 
making tea and pushinag the 
hoover found, 80 Some people 
believed, and he achieved a great 
deal more, going on to be-halfa 
software house. | really can't see 
What pé opte like 2 pOu ara here Tor, 
Mr, unless its to ep to 
spell word 5 like intellectual 
before using them. Lam very Min 
tod to pass your address onto the 
next Correspondents.. . 


LM 





ana o Smcnd 





- 
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SALES 01-379 6755 
01-240 9334 T) 
INTERNATIONAL 44-1-379 6755 

SPECTRUM 48kK--COMMODORE 64/128::AMSTRAD/SCHNEIDER 





COMPUTER GRAPHICS ITD 
















FREE 
pe GAMES WORTH £24 
WITH EVERY REPAIR* 


*Spectrums,onty 
(ue do not charge you for our 


fancy premises by charging 
high fixed" prices!) 



















FOR HONESTO — We let you mate 


teil pouh 





we have been repairing 2X B1's, 


BBK's professional for 2% Ioga ore Té buying discount to YOU in 
vears - who |s coming second reco faulty computers, arealso lower prices... ZE0A cpu OR 061 -Be4 aB68. 
mr writing to discuss your problems £1.50, 4116 50p. Uparade OPEN MON - SAT 9am tó Tpm 
| “o: in al ULK. with Whiio-u-Wam repadrsi with you and offer reas chesp  Frtted ETR9S - 
Mira” vith INTERNATIONAL repair service! fd cabia Ei E -we bring down the prices for 
Bi WEEKLY JAN ES, repairs and components! 
E: to LOW PRICES for the smaller (We may refuse to revive 
É repalis! (2.9, E9 for keyboard fautts) E SPEED = “One firm at polos computers suffering from 
É ECT aiiy MECESSAMY rs over the repairs! 
| Ea PERES tn as minutes. Basna rep ra) 
Manchester. MANCOMP can offer 
ea what 1 arquiabiy the FASTEST sn rd RD RO 


Ny who fixed vt ir É minutes! and rg po 
tran610] They are local, “clued 
apo biindingiy efficient” 4 HEM 5 
| EIGEST, THIS 15 WHY Spectrum users-from 
London, Cornell, Seotiand, 
Birmingham, Liverpool, Coventry, 
LOM, str. 


a a FOR PROFESSIONALISM — “Of all the E 
| ETRALTA AL TRIA BEL EIUM 


| anda helpful attitude” AUG 





o NEW! 
MRADE MUROURIVER 
VERSION 3 


Now compatible with carioca 
featuring a new loader 


program and 
ONLY £39.95 inc P & p 


RAE | 
pra 











&t last the full potential and speed of the ZX Microdrives can be 
realised. À typical 48k program which takes 5 minutes to load from 
tape can now be loaded from Microdrive In as little as 15 seconds. 
“NH you have à microdrive the Microdrivar is the most important piace of 
Eid vou could buy" JOHN LAMBERT — Sinclair User 
an essential buy for the Spectrum owner who has converted to 
Microdhi va. IAN SINCLAIR — Author 
indi rotor fia AicrocnVerTor aquad arclgas ne uia! 
IOLO DAVIDSON — Your Spectrum 
- this device (8 a must for the serious 
CRASH MAGAZINE — August 


“Using the Mirage is a dream , 
me ver 


and we: will send you the latest modal 
24 Bank Street inss mode 

Braintree 

Essex CM7 TUL 

Tel: (0375) 48321 


1 
 MIRAGE 





Frade and ovarseas enquirias meicomoa, 


EXPRESS S SPECTRUM, BBC 
| and COMMODORE REPA IRS: r 


WHY PAY HIGH 
FIXED 
PRICES 


your computer being repaired and 
there is nothing wrong mith de. me will 


utations take time to build, FUR REPUTATION & HELPFULNESS — 
nai o: mor Wi do avise ou as to computers every week we are Manchester M19 aJP 


rstrial Ai dt 
caliers” CRASH Magazine JUNE TOBS. 


emo cr cr, 
FREE AND WITHOUT OBLIGATION. IF others do na 


NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER 





M 
r E ad - TELEPHONE NO: 


















ENE 


NEW GUINEA. SAUDI ARABIA, YOU DO NOT LIKE QUA ESTIMATE 


SWEDEN. SWITZERLAND and WE WILL RETURN THE COMPUTER 

ZIMBABWE - send' their Spectrum to AND “da THE POSTAGE INCURRED 
NCOMP for repairi 

24 HR. TUBNARQUND No-quiBBLE É pn 

CUARANTEE NO HIDDEN COSTS. À MANCOMP LTD 


Because we repair hundreds of Pc Lane, Levenshulmie, 
abie to pass on our 'component- Phone 061-224 1888. 


rey 
(For next de einer inchade E 1.50 
extra), 


(Secuncor by prior arrangement). 
On-site maintenance for Apple, 
LEM.s and inosi makes of printers 


una 
ecra dr rea 
WHY DELAY - OUR EsTIMATES ARE UNHA we Es today... 


SINCLAIR 
REPAIRS 
BY THE 
SPECIALIST 





Walkers will repair your computer at a realistic 


rice. 
You send a cheque not to exceed £40,00; your 
computer will be repaired and 
retumed the same day a send for a free 
quotatio 
Most repairs will be in the RA £15,00-£40.00 
subject to pesa 
For informa 
Telephone - 021 2622-4475 
or simply send your computer together with the 
coupon 


TENIS RP 


Ê nd Mi B5 7HR. 
E PLEASETI 


7 ED OFREE E DACCESSC 

| OCHEQUEENCLOSED FREEQUOTE [DACCESSCARD 
| E NAME 

ADDRESS 


PERES GASTE E to a dr e ata aa 
access no: DODIDODIODOIODOOOIDOI0ODDL) 
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MESS OF POTTAGE 


Dear Lloyd 
Lust thought | would make my 
opinion known about the layout of 
CRASH. In reply to Douglas 
Robertson's letter in July's issue ol 
CRASH, totally di sagree with him, 
all reviews should be like-the 
omashes: colourtul and very nice 
to look at, even ifthe review itseltis 
not that kind. Strangety | find that 
feel thatitis my duty to read all of 
your wondertul magazine, even to 
plough through the boring 10% 
overall revigws. The least CRASH 
car dos make them look nice. 

Cd like to say a few things aboul 
lhe divisi HoRS of CRASH: Into sec: 
tons eg CRASH Course, Adven- 
ture Trail, etc. BORING! Why don't 
you just'spread these sections 
throughout the magazine as vou 
do with the arcade and arcade/ 
adventure reviews. All you need to 
do is state what type of game tis 
at the top of the page. 3 


Mary improvements have 
recently been made to CRASH: On 
tha Screen and the Homegrown 
Software section = | will be send- 
ing 0H for my copy of Supernova. 
Hannah Smith dee added a touch 
ofclassto the P faving Tipssection 
and she also loc ks much more 
atractivo than F in paro 

The'GENES 
ê ode etrtom the. St ompet | Dr 

dea | have seen vet, whic ih pro- 
vides both farne am dfortunetothe 
lucky (and talented) entrant. But 
what a stupid time of year to have 
It, just in the middle of the exam 
Season, | personality have had a 
brilliant and original idea for a 
game but | have not had time to 
develop it. And | have only had 
end-ol-year exarns. | feel sorry for 
the CSE/O ler nd A level takers 
who probably could have thought 

of a better idea than mine. 
Hobin farant 


Fe people up inART are alm ay 
h Ying to dream up new ways Of 
maki ing CRASH more attractive 
put the physical limitations on the 
rinting in combination with our 
it “Ss deaciines mean that al 


canthe as Colouriulas 


ES. 
Designing.a magazine is rather 
lie SBrvimE gã meal— admittealy 
some people like a straightfor nara 
g di Mess of Pottage, but Ros Tl 
folks like their greens on one par 
of the plata, the mash on 8 nothe r 
and the meat Kept separate with a 
generous dose of tas ty gravy 
2d over the lot. The Art Room 
tre ta ado the gravy and we kesp 
the sechons separate ! to make 
readers lives easier Vegetari ans 
find itortcultto eat Irish Staw bul 
can avoid the meat if Meat ari 
ro Veg... 
LM 





CONSISTENCYS> <> <> 











Dear Lloyd sure what type of audience to aim 
Stand back and prepare forabar- at (compare John Minson's 

rage of criticism. One ofthe prob-  decidediy 'aduk" style with the 
lems with CRASH at the moment overthy childish Bug Box — has it 


is inconsistency (mind you, you are 
pretty consistent in ignoring allmy 
letters). lt seems that you are not 


gone for good? — Hall of Slime 
Rali deh Eva now ne 









| <JCOMPLAINT 


with at times a rather pathetic 
mish-mash. This is also reflacted 
in the FORUM which, as you your- 
self have acknowlaged, occasion- 
ally degenerates into infantile tri- 
viality.| am not about to cancel my 
subscription or anything like that, 
because although the bad bits can 
be embarrassingly bad, the many 
more good bits can be excesd- 
ingly good. However | do feel it's 
time you opted for consistency 
and so | urge you to drop the 
puerile facets of CRASH: after all 
the average CRASH reader isa 
mature teenager. | know the com- 
puting industry is fairiy tight 
hgarted, but it is possible to be 
witty or entertaining without being 
chitdish. 

o 65 Young, Garrowhill, Glasgow 


It all goes to show that you can't 
hope to pisase all of the people all 
of the time, and that playing with 

averages' leads to woolly think- 
ing. There are three kinds of aver- 
age for a start: Mean, Mode and 
Median, all usually quite different. 
Thus we have three lypes Of 'aver- 
age" CRASH reader. 

What is “puerile" or “childish'"to 
one reader may well bo. | 
as the Dest bit of the magazine to 
another, and the CRASH reader- 
ship isn't as easily quantifiable is 
you might like it to be. The World 
Cup Carnival orGreat Space Race 
debates are the kind of debates 
that generate 'consistenl”, or one- 
sided responses, but look at the 
diversity Of opinion OM ULTIMATE 
games for instance. Try not to get 








Dear Lloyd 

Pisase stop dribbling:on the 
pis im No. 29, 
Stroud, Glos | 


bd a pay rise 
ibid Pad dolce rg 
GITA alo GER) Ca 
eco when paint orgs 
when a 
knocked over. rd 
LM 


CATCH 128? 


Dear Lhoy 

YOU fia 128 owners to write in 
with their side ofthe story so here 
am. First [like to say thatthe 128 
is an excellent computer despite 
the 15% of 48K es that don't 
load. The music ts brilliant and the 
games are longer because of the 
extra memory. Knight Trme is a 
good example of a great 128 
game. But peopla have been writ- 
ing in and saying that if the 
software companies don't make 
enough games then they won't 
buy the computer. The software 
companies say that they are wait- 
ing for 128 sales to go up before 
they start making any decent 
games. This is a Catch 22 situa- 
tON. 

However, if more people bought 
the computer the software com- 
panies would make more games 
and everyone would be happy. 
Also seeing as the 128 Spectrum 5 
price is down to E 139 it isn't far off 
the old 48K's original price. And 


| look how many people afforded to 


buy that? In my opinion, the 48K 
has reached its technical peak. 
The 128 leaves room for improve- 
ment. Look at it this way. Ifihe 128 


| does as well as the 48kK, CRASH 


will keep going for many more 
years to come. 
Derin Agilgat, Thornton Heath, 
Surtey 


No doubt the 128K Spectrum will 
catch on and sei in large quantitias 
once it has been relaunchad in 
time for Christmas. seems cer 
tain the revamped version willhave 
à cassetie recorder on board, and 
may well include joystick ports — 
maybe ai! will be revealed at the 
PCEW Show in September. What- 
ever happens, though, it's Fairy 


Bounder s embarrassed just because certain thai there's uniikely to be a 

| pambo pTtt psp bo aise isn't as 'grown up' shortage of new 48K games for a 
ji First BIO ú as YOU long time yet. 

point Matoh pos LM LM 

match Day Match e | 
Deuce Chery O That just about wreps it up for another month (PHEW?), and I'm offto 
find a cool patch of shade in the garden to rec te from the 

South Voreshire broiling I've received sorting out this month's FORUM. Send your 

Jungle Jia”, ROyStom letters (and iced cans of pop) to LLOYD MANGRAM'S FORUM, 





CRASH, PO BOX 10, LUDLOW, SHROPSHIRE, 5Y8 1DB, 
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Available for 
Spectrum 
Cassette £7.95 


audio 
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i 7) BATMAN Ocean 






















21) TURBO ESPRIT Durell 





12 











14 (12) EXPLODING FIST Melbourne House | 


16 (—) BOUNDER Gremlin 


18 (—) KNIGHT TYME Mastertronic. 


20 (24) SPYVs SPY Beyond 


21 ( 8) STARQUAKE Bubble Bus 
22 (17) SABOTEUR Durell 
23 (18) BACK TO SKOOL Microsphere 
24 (-— PENTAGRAM Ultimate 
25 (22) ROBIN O' THE WOOD Odin 
26 -—) GHOSTS AND GOBLINS Elite 
27 (10) GUNFRIGHT Ultimate 
28 (14) HYPERSPORTS Imagine 
29 (28) TOMAHAWK Digital Integrati 
30 (23) FAIRLIGHT The Edge 
Paul Ackrill of Weymouth will soon be playing with forty Pod dad worth of super software, sent to him at no 
charge because he won this month's Hotline draw. CRASH Hats and T Shirts go de fab four who are this 
month's runners up: Gareth Clark of Ascot (don' 'texpectthe hat to get y you into the Royal E 1re); Connmae. 


Eai, red don't swim in the Liffer wearing the shirt, Connmac); Craig D Dogseno a Burstwiok, and Mark 
from Wythenshawe. Well done to them all. ft. could be YOUR turn next 






















“month. . 





e é 
- 
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1 ( 7) LORD OF THE RINGS Melbourne House 
2 ( 3) SPELLBOUND Mastertronic | 
3 (2) FAIRLIGHT The Edge | 
4 ( 9) THE HOBBIT Melbourne House | 
5 ( 4) LORDS OF MIDNIGHT Beyond 

6 (11) FOURTH PROTOCOL Gentury/Hutchinson 
7 ( 5) SWORDS AND SORCERY PSS 

8 ( 8) REDMOON Level 9 

9 ( 7) MARSPORT Gargovyle Games 

O (16) GREMLINS Adventure International 











| 


| HEAVY ON THE MAGICK Gargoyle Games 





14 KNIGHT TYME Mastertronic 


16 (—) BORED OF THE RINGS Silversoft 





18 (15) SHERLOCK Melbourne House 
















20 (23) DRAGONTORC Hewson 


22 (18) FRANKIE Ocean 

24 (-—) REDHAWK Melbourne House 

25 (24) OUT OF THE SHADOWS Mizar 

26 (25) EMERALD ISLE Level 9 

27 (26) MINDSHADOW Activision 

28 (—) VALHALLA Legend 

29 (19) THEIR FINEST HOUR Century 
30 (22) ADRIAN MOLE Level 9/Mozaic 
ds of freebie games will be bundied into a ii fy bag sealed withé a loving suis and 
1as the winner of this month's Hotline draw. Four lucky runners | 


CRASH ad o e and T ih dg Aggie will be getting up early to iron the T Shirts  befora EVA 
opér sd iii Ego Cardiff, K Grzesik of Rotherham; Michael 
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TUE ONNS ARE 
a | Uia Bi Nm RE R 
INE CLS ARE 


AGAINST YOU! 


You'll have to plan for the future 
and use your tactical skills to 
take the attack-tank through 

to “TIGER MOUNTAIN" 
“TAKING TIGER 

MOUNTAIN” is in 3D colour, 
set in a real-time battle 
environment, which makes 

it the most advanced 
battle simulation 

available. 

For the AMSTRAD 
CPC Range. 





a 
EU. 


NEmess 


THE COUNTDOWN [| 
HASBEGUN.. 4 














One man stands alone to defend the 
ultimate weapon “NEMESIS” from 
the Andromedan robot forces. 
He has to escape with the 
“NEMESIS” intact, or start the 
countdown to self-destruct. 
Time is running out, every 
second counts... 

For the SPECTRUM and 
AMSTRAD CPC Range. 


Selected “Design Design” titles 
are available from: — 





) 


WOOLHVORTH WHSMITH | 
) a CON ET Design Design Software, 
125, Smedley Road, Cheetham Hill, 
and all leading software MANCHESTER MB 7RS. 





stockists, or direct from:— Trade enquiries: 061-205 6603 
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OLIVER POSTER OFEER 
Please send m 


Please tck apra Re e following Oliver Frey Poster(s) 


COTo dá nda ea 


Oto ensgus 


COM tar nrmaa Postcode. 


ng 


Vad Comes dg bas 


POSTER OFFER, EWSFIELD, PO BOX 10, 
LUDLOW SHROPSHIRE sys IDB 
POSTER 




















| White role-playimg games have probabiy only been 


enioyed by a small proportion of CRASH readers, E 


most of you should have seen the Fighting Fantasy 
| adventure gamebooks created by Steve Jackson 
| and lan Livingstone as well as other works of 
interactive fiction produced by FF imitators. Just in 
case you've been lost in the Amazon jungle for the 
past few years, the generalidea is as follows: you, the 
| reader/player, read through a succession of num» 
| bered paragraphs. àt the end of each one you are 
presented with a choice of options — noórmally three. 
The number of the paragraph that vou read next is 
determined by the choice that you make, 

There -ara two objectives to such books. Solving 
the game by making the correct choices to get to the 
end of the adventure and complete the quest is the 
primary objective, but you should also be entertained 


E, 
= PE od j 
ER 









E: 


E] 
mit 
"Ê 


E 
tai 


De ie 

end A e | Pa pi E 

é | a mM ia! , j Em 
- 's E - ' 
so za ad J qe 1) 
= - : = 
ir É am = ) a O 1 a 
= a Tra e ' 
= E er a = 4 

a , - Ao NE n 

it aa a . 

| A + 


-——- 
E 









NJ 


| | N a | 
| | Ad ) 


| 
a Pi 
PERA PAO 


| EE 


E 


| “Ra e À 
| A Mata 
! | ú pps 

Lá Ms ] ho 


| 
| F 


ns 


p= 


k 
E ad ua 
Em EA 


46 CRASH August 1986 


| 


= = 





Sa any use. 


Ei 


by the story that unfolds as you read through the 
book. The storytelling, however, tends to fall by the 
wayside — most of these books are written by game 
designers rather than by novelists and, Um sorry to 
say, it shows. The game aspect |5 more interesting, 
but it sufters fram its simplicity 

o  ookingat a gamebook in pure game terms, as 
| — à contest between you and the writer, the 
DE book is simply a succession of game turs in 
which you have to choose one of three options, This 
is nota very complex game: even in noughts and 
crosses you get an average of 44% choices per turn. 
The sad fact is that fa gamebook writer plays fair and 
glves you the chançe to make an intelligent decision 
gach time, then the game will be much too easy to 
solve, Instead they rely on dirty tricks: witholding 
information from you, giving seemingy sensible 
choices that lead you into inescapable danger, and 
killing you off as often as possible. That way the game 
takes longer, and the player gets more value out ofil, 

It is generally accepted that gamebooks and róle- 
piaving are notthe same thing, although they do have 
some features in common. Agamebook is very similar 
to a computer adventure — instead of location 
descriptons, which may involve graphics displayed 
on the computer screen, you have paragraphs. In a 
computerised adventure, however, you have a lot 
more options — usually at least six per location — 
and, more importantiy you don't always know nhat 
they are, Instead of a hist of choices you have a list of 
words which you can use, only some of which are of 


Of course, even though the format of the computer 
game makes life much more difficult for the player, 
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some game designers still don't piay fair A good puz- 
le takes a lot of thought to solve, but is blindinghy 
obvious once you've cracked it. Many adventure 
games still rey on probiems which require seemingiy 
ridiculous solutions-or a very obscure cholceofwords 
im order to keep the player guessing. Computerised 
adventures are Ra better, and in general 
are much more interesting than gamebooks. 

fe nthe stonptelling front things can be much 

“worse on the computer screen. At least most 
Mud” gamebook writers accept that they are sup- 
posed to be telling a story but many adventures are 
written by programmers, and programmers tend to. 
be obsessed imith logic puzzles. | doesn't enter their 
minds to try to entertain as well. H is à great shame 
that INFOcOM have colned the term “interactive 
fiction” because it |s a very good description of what 
adventure games could be like, but à very poor 
description of what they actually produce! Valkyrie 17 
is perhaps unique amongst adventures in that it wes 
seripted by a top-class professional writer — the 
popularity of Valkyrie shows that the approach morks. 
Games based on books (Fourth Protocol for instancel 
aiso tend to be better than those for which the prog: 
rammer writes the plot as well as the code that makes 
things happen, 

Biking of games based on books, we do have a 
direct comparison between adventures and 
pgamebooks, ADVENTURESOFT are doing a seres of 
direct conversions of Fighting Fantasy books into 
computer adventures. The first of lhese, Seas of 
Blood, followed the book so closely that it suffered 
from it: some of the rather untair tricks Lhat Jackson 














and Livingstone pulled in their book were simply not | 
necessary in the more complex computerised adver- | 
ture format. Still, it does go to show that gamebooks | 

and adventures are very similar animais indeed. | 


aDvENTURESOFT'S output belongs very firmby in Derek's 
column, 


Now, what about rote-playing? Gamebooks and (UNA 
role-piaying are not the same thing. And if gamebooks AMI 


and computer adventures are very similar, then 
adventures can't be rote-plaving either So what is this 
mystical ingrédient found in role-plaving games that 
gets Derek's Signpost correspondents so upsel? 
he most obvious thing to say about role-play- 
ing is that it involves playing a role, You, as the 
piayer, are supposed to identify with the 
character whose part you take inthe game. Of course 
this happens in gamebooks and computer adven- 
tures as well, but these games are often so obvioushy 
artificial that it is difficult to maintain such an attitude 
when playing them. You-are far too busy puzzling over 
the logic puzzles to identify with your character 
Role-ptaving, then, i5 often a matter of degree 
rather than an obvious characteristic of a game. In 
order to determine whether the role-playing element 
of a game works, role-players often use a term 
invented by Tolkein, “suspension of disbelef: if the 
player — despite the fact that he is playing a game 
— can believe both in the fantasy world into which he 
has been plunged and in his place in that world, then 
he is role-playing. Accordingly, a lot o! the features of 
rote-playing games are designed to promote this 
“suspension of disbellef”. 

“One way of creating this air of reality is to set the 
gameina well defined world rather than have isolated 
adventures which have no meaning in any wider con- 
text Setting games in the real world |s an easy means 
of achieving this, but róle-playing games tend to be 
set in fantasy worlds, Thus we have Midule Earth 
Role-Playing: (MERR based on Tolkeins books), Star 
Tek, Judge Dredd, Marve! Super Heroes, Dr Who, and 
any number. of other games set in worlds that the 








nd ii am 


players will know well. In addition, role-playing game 
publishers put a lot of effort into producing 
“background material” for their games. 

he most obvious feature of a role-playing 
game, as opposed to à gamebook or compu- 
ter adventure, is that you can in theory do 
anything you want, Rather than having a restricted 
number of options as in a gamebook, the player can 
give any order and expect a reasonable result. Of 
course, yOU can issue any order m an adventure, but 
the-chancesare that if you type in “scratch nose” the 
program will reply with "| don't understand" or “You 
can't do that”. More importantiy the computer often 
comes back with the same idiot response to mary of 
the things you thought were reasonable solutions to 
the current problem. 

Role-playing games are run by human referees (cal- 
led Games Masters, or GMS for short) rather than 
computers: humans (Commodore cuners excepted) 
are rather more intelligent than Spectrums. But role- 
playing games also approach things somenhat diffe- 
rentiy. às anyone who has used The Quill or à similar 
product will know, adventure games work on a very 
simple system governed by a table of events. Events 
tend to have the form, “if the player enters word À 
when in location Y then Z happens. Role-playing rules 
are much more fexible. They tend to assign numerical 
values to various aspects of the world in which the 
pane takes place, and use these to determine the 





result of actions. In a computer adventure, the com-- 


mand “break down door” will either work or not, 

depending on whether there is an event allowingidt: In 
rote-playing the GM will compare the strength of the 

player to the resistance provided by the door to deter- 
mine the result. 

This sort of rule can be, and |s being Incorporated 
into adventure games (indeed, even Fighting Fantasy 
books manage to accommadate the example given 
above). The problem is that each rule needs different 
code to interpret it, nhere-as in the event-based sys- 


tem you only need to check that the eventthatoceurs. 


is in the table provided, Doubtless, as artificial intelil- 
gence programming techniques improve, so will the 
games. (lt is interesting to note, incidentalhy that the 
original computer adventure, Adventure, was written 
as a PhD thesis on artificial intelhigence. We've côme 
along way since then!) 

omething else that the human referes has on 

his side is his command of language, His voc- 
sa abulary is much greater that that of any com- 
puter, and a GM can understand the same Instruction 
put in many different ways. The parsers — chunks of 
code that interpret player commands — of computer 


games are improving, but the simplest way to handle 


command input is tó have a list of legal commands 


trom which the player can make a selection. That may, 


seem artificial, but knowing you can only doa limited 
range of things is often much less irritating than doing 
what you think is senstble and getting an idiothc reply 

Storyline |5 a very important factor in role-playing, 
A lot of the identification that you get with your 
character and the game world comes as a result of 
the skill with which the GM presents the material to 
you. Computer games don't have that personal touch, 
but could make up for it by having a good novelist 
providing the seript. The main problem às lack of 
space for the large number of words that writers 
Tequire to generate atmosphere, 

Several of the people who have written to CRASH 


a have maybe four or five fellow players to talk to, This 
4 tends to be very good for atmosphere, especialhy if 
Reed! you all sit round saying things like “what shall we do 





you-go back to fight another day, things are Hkely to 


about role-playing have stressed the interactive 
social element of such games. As well as the GM you 


E | 
next rather than “what do you think the GM expects 
us to do now”, À multiplayer game where everyone | 
can participate at once (rather than one at a time as | 
in Doomdarks Revenge) might be fairty difficult on a | 


“Epectrum, but two player games should be quite 


simple, especially if the game is joystick controlled. | 
The arcade game, Gaunhet, caters for up to four | 
players and works very well — | have to admit a | 
personal interest here: having designed a Spectrum 
implementation of the-arçade original, Im waiting to 


see If ik comes to fruitiom. 





ne thing you cant do on à computer is have 
the nom-plaver characters talk back sensibly 
In role-playing the GM can act the part of 
everyone you meet, but we are a long way from get- 
ting programs that can hold sensible conversations 
with the human playeris). 

Another point | would hke to consider is the death 
rate. In gamebooks and computer adventures, get- 
ting killed is a very common result of making a mis: 
take. It has the advantage of forcing the player to 
start again from the beginning, which |s a very good 
way of increasing the time it takes to play through the 
game, Alot of computer adventures allow you to save 
positions and go back to them if you die, but yóu are 
still expected to get killed regularky In role-playing 
this tends not to happen. Instead you get a lite way 
into the game, find it getting tough, and retreat. Hav- 
ing got home safely you are deemed to have learned 
from your experiences and your character may get 
mare powerful as a result, The number of “experience 
pomts: gained during a toray into the adventure word 
generally governs the alteration to your status. When 









































be more easy 

Alowing the player to buitd up experience cortri- 
butes a better atmosphere to the game. The player 
should feel for his character idealhy should feel he IS 
the character. If he keeps getting killed off the charac- 
ter is more likely to be viewed as expendable rather 
than as an extension of the player. Role-playing tends 
to be very oper-ended on account of the the eftects 
of experience points — players tend to have lots of 
litHe adventures rather than one big one, And to begin 
with, you are often not powerful encugh to do any- 
thing spectacular To run such operended games 
well, a vast arena in which tó play is needed: GMs 
sometimes map out entire continents, worlds or even 
universes, You cartrun anything like that ora compu- 
ter without quitea lot of memory and disc drives... 


Next month, ll take a look at the way roleplaying 
games have been transfered to computer — and 
not just the Spectrum. On the Spectrum front, Mike 
oingleton5 new game Dark Sceptre should be nearty 
finished, and Mandragore from a French software 
house is due along any day now Theres Swords & 
Sorcery of course, plus a feiy other favounites.... 
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| Huh! Well into the summer season and all I've managed to do 


| 


is sunburn both shoulders and one half of my face. Typical. | 
go through the same pointless charade every summer (well, 
every summer the sun shines) but never has it been worth- 
while. Maybe | ought to go back to wearing clothes pegs. 
Graeme only thinks it's stupid because he can't figure out 
why | wear them. Still, the hot days have forced me to many 
a pub to avoid dehydration where many pints of cider have 
been consumed in thirst quenching ecstacy. 

Apart from quaffing the ale and becoming a part time cul- 
ture vulture during the Ludlow Festival, I've had more time to 
delve into arcane tomes on role playing and have whetted my 
appetite for the autumn to come. If and when GAMES WORK- 
sHOP get their Convention schedule sorted out properly, | will 
go along and join in the festivíties. If you have never visited 
such conventions, | can only suggest you keep a look outfor 


| the upcoming events and drag yourself along. Assuming 


| 
| 
| 
| 


| Producer: Firebird 


| predecessor. Itinvolves a group of 


there's a bar, Vlletyou buy me a pint. H'there aren'tany bars, 










Pe” OF SUN, FUN 
AND PEBBLES IN 
THE SKY 











Filtakeyouto a pub and thenyou can buy me a pint. In return 
[' listen to your abuse. An offer you can't refuse. 
Meanwnhile . . . GAME DESIGNERS' WORKSHOP, the American 
company responsible for Traveller has altered its quarterly 
Journal of the Traveller's Aid Society to standard magazine 
format, widened the subject matter and renamed it Chal- 
lenge, now available at all good games shops at a ridicul- 
ously inflated price. However, they've started a regular page 
devoted to program listings for referee's aids. They are actu- 
ally written with Apple users in mind but would not need 
much alteration to run on a Spectrum. Itis worth taking a look 


at if you use your trusty black box for such things. 


ÔOne other thing. As this issue goes on sale, hope for clear 
nights. There's a meteor shower known as the Perseids 
which should peak around this time. Well, it's something to 
watch while you lie on your back in the garden cooling the 
suntan in the evening breezes. 

Good deeds over. Let's get on with the reviews... 
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Retail Price: €1.99 
Author: J Gollop 


After recently looking at the old 
RED SHIFT game, Febeistar Raiders 
and getting a lot of responsa, | was 
pleased to receive this release 
from Firebird. Called Rebelstar, it 
15 actually written by the author of 
that early classic but has been 
much improved. Forthe price this | E 
has to be the best strategy game | | 
I've reviewed in ten months otwrm- | 
ing FRONTLINE. 

One and Two player versions of 
the game are provided, each 
loaded as a separate game from a 
diMerent side of the cassette. 
There is only one scenario, butthis 
is larger than any of those in its 
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raiders trying to break into an 
enemy complex and disable the 
main computer. Player(s) controls | 
individual characters or robots 
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Inside the moonhass, two androids on the lower part of lhe screen moro 
to attack the raiders. The hollow square on the left of the viswscreen is 
the cursor — It's the start of a turn, and no 5: have 
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Play consists of tums during 
which a player moves and orders 
all forces under his or her control. 
Movement for characters |s eight 
directional and orders consist of 
M idrop object). P (pick up object), 
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object) and F (enter fire mode). 
Movement is achieved by select- 
ing a unit and moving it under the 
cursor. When fire mode is entered, 
some map detail disappears, 
combatants become coloured 


peipdininie spheres and the cursor changes 





O (change object in use), L (load | 


which are each allocated a certain 
number of action points. The 
members of a players team are 
ordered individually with difierent 
actions costing varying numbers 
of points. Each team member may 
carry out as mary actions as 
required in a single move, as long 
as the point allowance for that 


character is not exceeded for that 
move. 

Each character catres a 
weapon of some description anda 
quota of ammunition and may also 
carry several other items found on 


the route to the central computer, | 


Only one item may be used at any 


change from one item to another. 
The screen scrolls in four direc- 
tions following the trail of the cur- 
sor used to order team members. 
Tothenightofthe main actionarea, 
an information display lists the 
options available and any informa- 
ton about the figure currently 


time and it costs Action Points to | highlighted by the cursor. 


into a sight. This sight is positioned 
in tha desired target area and 


when confirmed, an energy beam | 
is displayed along with a message | 


detailing the accuracy of the pulse. 
There are three different kinds of 
shot: an aimed shot costs the most 
points but |5 most llkely to suc- 
ceed; a snap shot |s less accurate 











CRASH August 1986 49 


e ce O — O CW TT ——— e e —— O e 





FAS. FREBIRO for introducing this much | 


| 1 [LA IS 
IGREAT 


GREAT 


| 


a TE bm 0) 
Ea] L 
pe dc a 
u 1 MO Naa 


DE JECT 
HANGE 
OBJECT 
*ICERUR 
DB JECT 
DAD 


=. 


pá=ia 


E, 


mesma” À = 





detail and every item is proper 

labellad, Character graphics ás 
quite good with different weapons 
altering the look of'the troopers (all 


of whom are named). Even the | 


sound effects are reasonable. 
Weapon skills, stamina and 
morale are taken into account on 
an individual level and atmosphere 
and variety included in eachevent. 
Each character also has an 
assigned percentage chance of 
hitting a target listed. 

| mould have expected a game 
of such quality to appear ata much 
higher price, and take my hat off to 


PÉ improved version of an old favour- 





but costs fewer points to perform; 
finally, a player may select oppor- 
turity firê to cover a particular 
area. Opportunity Fire only exe- 
cutes a shot when an enemy cros- 


ses the line of fire during histurm, in | 
which case a snapshot is fired at | 


him, 


Shots may damage, wound or | 


kill, scoring a random number of 
points determined by the power of 
the weapon. Generally, the more 
powerful the weapon a character 
possesses, lhe less ammunition is 
available. Nf a character is 
wounded in combat, a message to 
this effect appears next time that 
character |5 selected. Wounding 
reduces the constitution of a 
character — second wound kills. 
Killed characters are temoved 
from play, but droids that have 
been knocked out leave wreckage 
which causes a blockage. 

As the complex is entered and 
explored, various objects may 
become available to the players. 
Keys can be used to lock or unlock 
security doors (the key to the 


armoury is particulary useful. | 


Medi-probes can be used to heal 
wounded Characters, and Droid- 
probes repair droids. Using an 
object is achieved by bumping into 
the required target. 

Iinthe one player VOU MAY 
only take the part of tha raiders but 
this apparent limitation is ofiset by 
the fact that the computer oppo- 
nent is a highly competent adver- 


sary. ht deploys the defending | 


droids cleverly and uses them 
ruthlessiy in its attempt to thwart 
your mission. However, as there 
are eight difficulty settings, you 
can temper this efficiency some- 
what. 

The game is superbly error trap- 
| ped and many of the warning mes- 
| Sages relate to specific actions to 
avoid ambiguity. The map is claan 


te back onto the market at a | 


reasonable price. | can find no fault 


| withit. 


PRESENTATION 88% 
The presentation on screen is 
spotless. If rineBIRD had taken 


more care with the instruction 
intay, it could have been better 


RULES 90% 


Simple to pick up, but deviously 
devised 


PLAYABILITY 92% 
You can almost play as soon as 


you load. The game runs at a fast 
pace from start to finish 


GRAPHICS 90% 


Colourtul, clear, detailed... what 
more can you ask? 


AUTHENTICITY 91% 

The Action Point system works 
excellenthy. It is however, very 
similar to that used by GDW in their 
game Snapshot. Come to think of 
it, there are a lot of similarities . .. 


OPPONENT 91% 


You will hate it once on the higher 
skill levels 


VALUE FOR MONEY 95% 
Unbeatable 

OVERALL 93% 

No longer need you lament for RED 


SHIFT. This classic game is up for 
grabs now. | can only suggest you 
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SWORD AND SHIELD 


Producer: Black Knight 
Computers Ltd 
Retail Price: €5.95 


Sword and Shield is a mediaeval 
strategy game concocted by the 
same team that brought you 
Seventh Cavalry. À king of some- 


| where lost in the mists of time has 


allocated control of one of his ter- 
rtories to you. Your orders are to 
make 1000 groats (local currency) 
from development of the crop 
farms. However, there are more 
than natural disasters to contend 
with. Invading knights and their 
infantry can cause trouble and 
rebellious farmers, known as the 
masked men, are set on making 
your life impossible. 

A number of parameters end the 
game should they be excesdad. If 


you ever have less than thirty | 
crops, or your own contingent of | 


knights becomes exhausted or 
you take over 200 years to reach 


the objective, tha game ends in | 


defeat. The only way to win isto 


amass the groats and avoid any of | 


the above, 

The game tums are one year 
long, and the player can order 
forces to keep the enemy at bay, 
send knights cut to look for trea- 
sure in neighbouring castles and 
set the tax rate. The player can 


select a short or full length game | 


and the facility to load and save 
umtinished ventures has been 
thoughttully included. 

The game isn't a purely histori- 
cal saga however. BLACK KNIGHT 
have gone down the fantasy road 
by populating the wilds with up'to 
four rather unfriendiy dragons. 
These dragons have an inverted 
hibernation habit in that they only 
appear in the winter (though they 
remain in play unless deal with). 
They are also the strongest of the 
Su pes possible adversaries, 

ights are a major asset — 
they are strong and fast, adapta- 
ble, and can conscript peasants to 
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create infantry. At the end of the 
year, when treasure chests appear | 
(for some strange reason), onlythe | 
knights can venture to get them. 
Movement and orders for knights 
and others are carried out with a 
cursor (known as your “shadow 
and eight directional scrolling of 
the landscape can also be 
achieved with this. 

Atthe end of the year three sum- 
mary screens appear. The first is 
the obligatory SAVE option. The 
second tels you the current tax 
rate, the quantity of crops grown 
during the year, how muchincome | 
has been made and the balance in 
your treasury. The final screen dis- 
plays the number of knights, farms 
and and infantry you have with 
another reminder of your balance. | 
At convenient points in this segu- 
ence are the options to change the | 
tax rate (arbitrarily set at 20% at 
tha start of the game) and purch- 


| ase new knights, infantry and 


tarms. Play then continues to the 
next year. 

Play is simple and straightfor- 
ward, There's no obvious flaw in 
the game it's just that there isn't 
enough game there. The trouble 
with products like this is that they 
are immensetly difficult to get any- 
the correct 
balance is found. After that, all the 
E disappears. Enter yawn 
mode. 


-M there was something of 
interest to look at on the screen, it 


| might have been more besrable. | 


As |t stands, the visual aspects of 
the game are bland and unim- | 
aginative, with smooth scrolling 
being the only saving grace, The 
price adds insult to injury. t costs 
at least two pounds more than it's 
worth, The company probably 
don't have the resources to bring 
the game out more cheaply, but 
they should have gone for an 
improved product to justify their 
pricing. They stand to gain little 
from overpriced medioerity. 

H you're really stuck for a new 
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and well drawn but packed with 


scamper offand get a copy 
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| strategy game, then this one will 


provide a challenge for a while. But 
play becomes as predictabla and 
hackneyed as the plot itself before 
long. The game is a throwback to 
 strategists couldn't 
afford to be choosy. Nowadays we 
can, of course, and | suggest you 
choose to leave this one alone. 


PRESENTATION 39% 
Passable title screen 

RULES 40% 

Not bad — what there |s of them 


PLAYABILITY 45% 


Easy to play if you can take the 
monotony 





Dear Sean, 

I've been playing board and minia- 
ture wargames for over ten years 
but have only recentiy got into 
computing and "m glad to find a 
magazme that covers wargaming. 
The only problem with computer 
wargames seems to be the lack oÍ 
high quality software. As you said, 


— B0% of anything is rubbish'' (Ac- 
tualty, | think the percentage is | 


higher— SM) and some of the past 


| games have certainly been bad, 
Hi strikes me that the ideal war- | 


game would be more of a skirmish 
iype game with the computer 


handling the display and move- 


memt'number-crunching aspects: 
've been working on a Samurai 
od game using skirmish rules 


and Ni send you a copy if it works 


out Okay. 
John Weller, Kingston, Surrey 


GRAPHICS 33% 


Good scrolling but Irttle else to 
catch the eye 


AUTHENTICITY 10% 


Edont think this game Is true to 
anything — itself included 


OPPONENT 37% 
Difficult to beat at first 
VALUE FOR MONEY 36% 


Two years ago this might just have 
been reasonable, but not nowa- 


| days 


OVERALL 35% 
Very mediocre 


| Again, space is short (but so am |) solet's dive 
straight into this month's offerings... 


Please do send me anything you 
concoct. That goes ânvone 
else writing their own matenal as 
well. Vi reviow everything sent in: 
Here's £20 wonh of software to 
give vou some incentive — Okay 
Join? 

SM 


Dear Sean, 
| frequently read FRONTLINE but 


must confess to not having a | 
single strategy game in my collec- | 
tion. What ruins most of these | 


games (or puts me off) is the slow 
play and number of keys used. 
Therefore, why don't companies 
bring out icon driven wargames? 
Such games would be-more play- 
able, and the inclusion of arcade 
sequences would widen the 
appeal to other gamers. 


Steven Cook, Milton, Glasgow | 





As you may súspecl, youte 
wrong. Their Finest Hour was an 
icon driver strafegy game and 
there have and will be others. | do 
agres though, that icon driven 
software increases the appeal of 
Such games. pss often include 


arcade sechons in thar war | 
| games, but whether this improves 


them is a matter for debate. | think 
that in such cases you end up with 
two bad games rather than one 
good one — but that's only my 
opinion... 

SM 


Dear Sean, 

The May issue was the best yet — 
somebody finally reviewed 
Rebelstar Raiders! | bought this 
game 12-18 months ago, and for 
my money nt has still not been 
beaten. Now, to testhow good you 


are at your job — WHERE CAN | | 
| GET HOLD OF THE EXPANSION | 


MODULE? 

| thought | would compliment 
you on the way you have picked 
up Angus Ryalls standard (or 
should that be rifle). After a rela- 


tively y start, the column 
seems to be expanding-nicely and 
the addition of a FRONTLINE 


j M is a great idea. Who 
nows, maybe this measly literary 
eftort will win £20 wonh of 
software. 

lan Mason, Newbury, Berks 


First things first, 
sHiFT material since the company 


went bust. Finding stocks of old 
games or expansions now woulo 


| probably be impossible. Thanks 


tor the cresping bit, but vou'ilhave 

to do better than that to get twenty 

quid's worth of games out of me, 
SM 


Dear Sean, 

| bag to differ about your vigws on 
Hebelstar Raiders being one ofthe 
best from RED sHirr. Have you 
never seen Apocalvpse? Em not 
knocking RA but | feel it comes 
nowhere near Apocalypse in terms 
of quality. Though you mentioned 


| that RED SHIFT no longer exists, | 
| would be interested to anybody 


who may have taken over their 


| business, as | would like to send 


of for expansion maps for 
Apocalypse and maybe some new 
scenarios for RR. 

Jon Moore, Newport, Gwent 


Actualy, | do prefer Apocalypse 
but couldn't get hold ofa copy in 
time for those revigws. As to your 
quentes, 'm afraid my answer to 
the letter above appiies here ço 


Dear Sean, 

Do you honestiy think that war/ 
strategy games are worthy of their 
own regular column in CRASH? | 
mean, lets face facts, strategy 


| games have hardly made any 


astounding breakthroughs on the 
apectrum or any other micro. 
Compare games such as 
Knighiore, Starquakeor any other 
CRASH SMASH with war- 
game and Em sure you'll ind the 


| wargame far inferior inallrespects. 


What Em trying to prove here is 
that FRONTLINE along with 
CRASH COURSE should be 
abolished, making room for more 
interesting features. I'm sure that 
the Crashtionnaire results will 


you cant. 
| Nobody has bothered with any RED 





E 


prove mine is the popular opinion. 
H you say, 'But CRASH should 
cater for minorities, my reply 
would be that there are Minorities 
and minonties. | would call adven- 
tures ór Tech Niche 'Minorities' 
which can be proved by compar- 
ing sales of such products. This 
should prove just how insignificant 
strategy games really are. Can you 
imagine the size of CRASH tl it 
catered for aliminorities? 
Well, that sums up what | have 
to say except | look forward to the 
day when you and Rosetta have to 
draw your dole. | 
Peter Shields, Middleton, Man- | 
chester 


Fou're right that this column 
satisfies only a small minority. That 
minonty is indesd smaller than that 
of acventure gamers. However, 
you are the only person who has 
complained about the column. By 
vour own logic therefore, you must 
be in an even smaller minonty. | 
suggest that you follow your train 
of thought to dts logical conclusion 
— and sack poursell + 
sh 


Dear Sean, 
Why restrict yourself to war- 
games? In my opinion, strategy 
games involve more than than 
bashing up each other's armmies, 
Maybe you should expand your 
column to include all kinds of 
strategy games. Games you could 
have covered include Shadowiire, 
Lords of Midnight (which has 
nothing to do with adventuresjand | 
Deus Ex Machina to name but a | 
few. | like strategy whether its in | 
the form of à wargame or not. 
Henk Van Versendaa!, Tiel, Tha 
Netherlands 


[ don't consciously restrict cover- 
age to games with military over- 
tones — it's just that more such 
games arrive than anything else. 
In the future, | will try and get hold 
of more of these borderline games 
before they disappear of to. 
Derek's abode., aii 


Dear Sean, 
kk was disappointing not to ses a 
FRONTLINE FORUM in CRASH 30 
as à is establishing itself as an 
excellent strategists' views col- 
um. 

Recenthy | visited a branch of 
GAMES WORKSHOP and purchased a 
very cisarsedo À e a 
game called Chaos. The game Is | 
very good indeed -—- Derek 
Brewster reviewed it in issue six- 
teen and gave it 8/10. Butthe most 
important thing was the price, 
2.95, a fiver cheasper than the 
original asking price. 's a game of 
magical combat between 2-B 
wizards in an enclosed arena. 
Consequentiy the game provides 
a good excuse for a party, yes? 

G Havenhana, Sheffi 


In fact there are several old GW 
titles up for grabs at nidiculousiy 
cheap prices at the moment as | 
they are off-loading remaindered | 
stock, now they have puled out of 
the software market. My past may 
make me biaseo, but !'m sorry that 
they ever stopped producing 
games as they were beginning to 
tum out memorables products. 
ao ta via, 
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SERVICE 
DIRECTORY 


Where can Crash readers get their games hardware and peripherais? 
As a retailer, you can tell them in a totally free entry in a retailers directory for software and 
hardware shops throughout the country, with name, address and telephone number. | 
esore cs neo ennna came Anes re rar encantos rm nan panramo Rea parseeaoa Each entry will he listed | | 
": alphabetically under area headings, 

: split between software and hardware. | 
: The Directory willbe published 
Si 


do tap AS Both] : in the September Issue (on sale 


Do you provide for: — Spectrum [1] Commodore[ ] Amstrad) Olher ci. seems August 28h). | 
TO GUARANTEE YOUR ENTRY IN THE DIRECTORY, : Simply fill in the coupon and send 
THIS COUPON MUST BE RETURNED BY AUGUST 4th : itin for your free entry. 

SUDNAÍUIO uriissecsserereisioeias mvtiaco prrentsicrenteasi trator ASSES Saa cena nar mira aaa data naa di rbd pe : 

Return to: NICK WILD, NEWSFIELD PUBLICATIONS, 1-2 KING STREET, LUDLONW, 

SHROPSHIRE, SYE 1DB 
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The Competition Minion has gon 
washing up ligu 
He's disappeared from C 
favourite haunt, the broom 
be in a huff for days now. 


+ a 
melo Ure 
E Dao co pe 


e off in a sulk because | just put 
ld in his tea (some people have no sense of humour.) 
ed RASH Towers — |'ve had a good look in his 
cupboard, but to no avail. He'll probably 
You know how touchy he Is. 


Anyway, this is all rather irritating because Pd just finished writing 
the PLAYING TIPS and was look forward to à quick five minute 


sandwich but now une 


in aid of their latest release, T; 
of bones who p 
than detergent i 


The mammoth Tantalus map has 


run its course in PLAYING TIPS 
and is no longer behaving like a 
surrogate carpet in the CRASH 
office. The giant ptan of the game 
is now winging its way back to 
quicsiLva to adom their office 
walls, no doubt. Although the map 
was complete — and in one giant 
piece — our cunning Art Depart- 
| ment painted out the 32 lock units 


while they cut it up to be printed.) 


This was not a pointless exercise 

“. Allpartofa plan, you ses. 
“Could CRASH readers find the 

lock units which have been left out 


of the map and draw them inthem-. 


asses fora Co 


Graeme tells me that because 


| 1 has gone AWOL, | must kick Lloyd of his 
Hermes and write this competition, which is sponsored by QUICKSILVA 


selves?" the people at QUICKSILVA 


wondered. Not without an incen- 
tive, of course — they are notask- 
ing you to do this for gratis, gentie 
reader. Oh dear me no. First prize 
is a Spectrum 128 and a pack of 


QUICKSILVA games, and ten runners| 


up are booked to win a pack of as 
games. 

All we want you to do is to 
assemble the map, make a photo- 
copy of it if you like, Of you can 
draw it if you have lots of free time 
— remember, it's a BIG map — 
and mark in as many lock units as 
vou can after playing the game. 
Place this in an envelope and 


jus. Sigh. Tomorrow that lazy sack 
ompetition Minion is going to get more 
nhis drink. Oh well, here 9065... : 


scribble the number of lock unts 


vou' ve found on the back. 
The person with the most tock 


units. comectly marked wins the 
computer — or we ll have à Write | 


“first out of the hat” session if'more 


than one fully comect entry 18) 


received. Next ten completest 
entries in order collect the games 
packs. 


Whizz your entries in to TAN-| 


TALUS COMP, CRASH TOWERS, 


PO BOX 10, LUDLOW, SHROP-| 


SHIRE, 8Y8 1DB to arrive by the 


August 28th and you may receive | 


a Spectrum 128 through the post. 


| And that can't be bad. 


E CRASH August 1 
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ENGLAND, 
TEL: [042%] 504669 


“4 JUST COULDN'T BELIEVE HOW MUCH THERE WAS IN IT” 2405 


ASCADE GAMES ITD. 
aRROGATE, HG SBG, 


RAFPILOT 


““ACEIS ONE OF THE BEST SIMULATORS IHAVE EVER PLAYED” co 


“THERE ARE FLIGHT SIMULATORS AND THERE ARE FLIGHT 
“SIMULATORS — AND THEN THERE'S ACE” 


COMPUTER AND VIDEOGAMES , 


Ee ] 
Cerébn shots gre toltes from He E; [apo Ee] 











| Jacques, the 


| card, there's simply too many of 
J! 
 finged allthe changes and had his 


| Road, CR9 2JA and a shiny new 





| Bastwell House, BB1 9TY, Adam 


GREENCHOMP COMP 


These winners of the Greenchomp | Grange Road, GUI5 2DH, They | 
both win alarm clocks, T shirts and 
a copy of Popeye the game. 


Comp certainly knew how to 


tempt a sailor's palate. They rus- 


ted up some scrummy scoff in 
response to MACMILLAN'S offer of 
Alarm clocks, games and T-shirts 
and other | raphenalia. 
First to James 


Rateliffe of Empingham Road, | 









E. 


PES 284 and Matthew Hobbs of 





In second place are Oliver 


damos Ratelhhe also went the menu may, suppiyi 

fayre from THE OCTOPUS ARMS which Included such culinary 
deligits às Shark Fln and Spinach Loaf with Anchor Blacults 
and Splnach Curtard for aftera. To complete the meal, why not 


try and After Spinach Mint? 
ES = EE 
THIRD 128 
COMPETITION 


Well, my leetle Frenchipoos com- | 


petition entrants - 'ere are les 
results for the Third 128kK Spec- 
trum Competition. |f you cast 
minds back to CRASH issue vingt- 
sb 28 to Hi bi 
ng persons) you will raca 
loonie French 
Comps Minion who finally col- 


lected up his string of onions and | 


emelly garlic and went back au 
Continent. Soon, | hope to be off 
on my hols — don't expect a post- 


The observent person who 


out of the empty garlic box is 
n Eartey o Lansdowne 


128K Spectrum is on the way to 
him. The runners up in this compet- 
ition all get fabulous CRASH T- 
shirts. 


RUNNERS UP: Darren Skinner, 
Cs E AD 
R Collings, Field Way, 2 4UN; 
Mr A Daniels, The Crescent, SPIO 
3BJ: lan Webb, Kingsland Avenue, 
Northants, NN2 7PR; James Cox, 


Fletcher, Tivoli Road, GLS0 2TD; 


The three lucky people listed 
below who successiully put their 
thinking caps the right way around 
on their bonces will s00n be own- 


grs of a cHEETAM SpecDrum kit. H 


you've besn following Simon 
Goodwin's TECH TIP Sith 

| know the SpecDrum is lotsa 
E good job the ZZAP! crew 
haven't got hold of one; the noise 
woutd be intolerable. AI the run- 








| Roberis, 
David John Jackson, Landsmoor 


| Glyn Gwyn Street, CF45 3AF who 
all win Popeye wall clocks, T shirts 


irgrove Hill, GUS BLN; 


Drive, PR4 SPE; John Blakeley, 
Wakefield Road, LS27 OHT, Ste- 
ven Paget, St Vincent Avenue, 
Blackpoo! and Geraint Letherby, 


Ta Fe ESTUPRO IA 


e 


Matthew Hobbs sent in a complete presentation pack for 
Popagye's restaurant, including en adrort, menu andrecipa for 
a Spinech Burger Excellent stufl, but only Popeye would go for 5 


| apinacçh ce cream... 


BATCOMP RESULTS | 


Those awtully decent people at 
OCEAN offered copies of their 
CRASH Smash game Batman to 
the first fifty people who comectiy 


| solved the Batwordsearch inissue | 
29. H your name's listed below then | 


you'll have your very own chance 


- of rescuing Robin from the das- 


poi clutches of Joker and Rid- 
Ee 


ERES SER ea em re ima 
GETTING WITH THE BEAT 


ners up receive a voucher worth 
three pounds, redeemable against 
a SpecDrum bought direct from 
CHEETAH via their mail order ser- 
vice. Here's the trio of winners: 


George McDonald, Rose Avenue, 
CO3 SRU; Jon Miles, Moss Road, 


WD? BEW: Brendon Woodhouse, | 


Gten Street, NE31 ING. 


| 
/ 
É 


will alí be receiving copies of 
Desert Rats through their letter 


boxes in the very near future. four | 


faithful Minion had a quick peek aí 
the questions they had to answer 
and instantly retired to the broom 
cupboard to recover over a nice 




















ter. Bridgewater Road, NN13 6BY 


who will receive Popeye T shirts | 


and copies of the game. 


Forty Runners Up get a copy of 
Popeye for their labours: 
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Newmiho, KAS DLB; Mr | Jomas, 
Perkins, Hilisido « GU27 3AL: Mr A 
aber Err lero Pra 
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| Oh dear oh dear! We've had to castigate the Competition Minion for 











CALL TO DUTY! 





letting you competition entering types down — in setting up the Split 
Personalitios competition in the last issue, our Minion forgot to men- 
tion an extra prizipoos that each of the fifty winners will receive. 
You see, a veritable army of PET HATES has invaded CRASH Towers 
and is lurking up in Auntie Aggie's office, just waiting to be sent out 
with the prizes next month. These delightfully crafted rubber 
likenesses of two famous world leaders have been squeaking away 





A RUBBER ARMY AWAITS THE 





-— = 


ne e — 


angrily ever since they read the July issue and found they hadn't got 
a Pd you know what these publicity-seeking politicians are 
So here they are, arranged in all their glory out in the sunshine — 
fifty PET MATES, just waiting for fifty lucky prize winners in the Split 
Personalíties competition to win them. The Comps Minion has been 
banned from eating sticky buns for a fortnight and Is silo well 
miserable as a result. He won't forget to mention prizes again 

















Fa My top five programs are: | 
| | 
| TITLE VOTE OUT OF TEN 
PAREM TE AD Tn a ALR SR ra LL AS pulse fi Re fe prpierie ese : = E + 
| | 
LESS a ta e RPA RN 1) cc | | 
| 2 | 
DL A a raca [tm ie EE a | 
| postoode TSHATSRE .sisesso, | 
| a | 
| Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, E 
| LUDLOW, SHROPSHIRE SYB 1DB | fe areas ao gh] 
Tg LHE SAS A (pet o NM ET SAPRB EO o RD sq A E 
| CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order > 
| Please use block capitals and write clearly! are 
DRE e ae RR a e caia E MILE PRODUCER| 
PAGBRess so rosie qa ERRA gd a a Ê º 
q E e SO RR RR LU EA 2 
1 | 
ERBstBada Doi cairia ER Ra 3 ie | | 
ERR ss ss 4 EA | 
| Send your coupon to: CRASH HOTLINE, PO BOX 10, a | 
| LUDLOW, SHROPSHIRE S5Y8 1DB xe EE Eai E a im A E E Si | 
LES RA o po PA PE Sa E E e e e O A A e e o a Si ii is ei DS E — —— ss 
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3:AprilB4 GMissie Command gamesB Living GuideBCode Name Mai 


á:May 84 GThe Qui! UHlityOGraphics utilities Microdrive'Pengo' 
games Living Guide 

10:Nov 84  GEBattlsfiekd Joystick — comparisonsêDeus Ex Machina 
17:JunB5  ODenton Designs OFrankieO Spectrum surgeryBSinciair Story 
4BKnight Lore Map 10Undermuride Map 20Tape to MicrodriveBLeonardo 
Graphics utility Datel sound samplerQBArtist: David Thorpe 

18:Jul BS  GGremiln Graphics profileDArtist Bob WakelnfBSinciair 

TH Tape MagazinesO Leonardo utility part tuoPCRASHBACK looks again at 


games In issue 80Gyron Map of Atrium BModems round-upBAnd the cover 
that had the Jehovas Jumping! 


19:Aug BS (WITHOUT PAGES 123124925 and 126. WITH:GCRL 
Profile&Pull out Oliposter — Alghting Spectrum BMirrorsoft Profilebinside 
the Timex 2068 Round Up 01 BASIC compilers8n the Cover Artist Rich Shen- 
field Maps 01 Dynamite Dan and Shadowrire 


20:Sep B5  GALIEN 8 and DUN DARACH mapsBElectronic Pencil Company 
Profile&bPari Two of BASIC Compiters Round-upb The 64K SpecirumB Design 
Design Autoprofite, Part 10Rod Cousens interview 


24:0ct 85 (Previcws of MARSPORT, ASTROCLONE, ELITEGNODES OF 
YESOD mapOHolografix profile — how to make a Hologram$Crashtionnaire 
analysis Platinum Productions profito 


22:Mov 85 GFeature on small computer magazines — inoking at the 
oppostionfbMicrodrive tips and hints in TECH MICHE and part two of the fast 
storage fegtureBSusan Rowe is on the Coveribân inside look at Fantasy 
Gamebooks 


23:Dec Bs  QWisitto Melbourne HouseBMinson goes Surfing The Design 
Design autoprofile ends OComputer graphics festure — On The Cover is Dave 
Besson from Central TVÊScary cover and Scary Preview of Friday 13h 


Xmas 19985/6 (G0nthe Cover Special — our very cum Oliver Frey occupies 
five pages Profile ot'the Gargoyle Games crew O Lloyd's Lookback, 1985 revi- 
sitodOHewson Consultants profile&Short story Festive Fun and Frolics 


25:Feb 86  GDurell — the profilaA chat with the Microsphere 
teamibDouhte Dose 01 JetmantGremiin Graphics bring a Ninja to the Spes- 
ecl NICHE looks at 2 FORTH add-on and examines extensions to ZX 


a6:Mar B6  GST BRIDE's ProfileO A first look at the Spectrum 128GMic- 
ronet 8000Romantic Robots Multaca One under scrutiny Diary of 2186 


27:Apr B6 Massive 23 pago Playing Tips SupplemontO 1985 Readers 
Awards resuitsOMel Croucher interview Biimagine profile6 found up of 128K 
gamestDaA visit to the first Play By Mall convention 


28:May B6  GUpdate on the Fanzina sconoBMARTELH profite and 
PLANETS preview DIY Composite Video IntertaceB inside Chestah's Spec- 
Drum FRONTLIME Mini StrategybacirBCRASHTIDNHAIRE 86 analysis 
29:dun 86 GArst PBM MAILBOX and CRASH GALLERY 6SpecDrum list- 
ingbHomegrown software REALTIME profileGCompilations com-. 
parade Maps 01 CYLU, SIR FRED, SABOTEUR and Parts 1 and Z vi TANTALUS 
30:Jul 86 Morus CRASH/RAINBIRD GalloryGMore Homegroan 
Sotiwaroib 


THE BIATH OF A GAME: some certy entriesBGood Games by 
DESIGN Luna Jetman returms 


Issues 1, 2,6,7,8,9, 11, 12,13, 14,15, 16 are now out of stock. SORAT] 

Back issues ara going fast — better get your onders in quick. Hºs probably 
worth tetephoning H you want to order carty Issues, as we're getting short. And 
if you missad issue 19, we can now complete the gap in your collection with à 
trimmed doam version, which has a tastetul sticker added to the front cover 
announcing the fact! 


BACK NUMBERS SPECIAL OFFERS 
GAny three or four fBsues ordered at the same time 
— 40p off total 
GFive or more issues ordered at the same time 
— 20p off each item. 


PRICES pe 
RACK ISSUES NOW £1.20 MG 
| 1985/65 CHRISTMAS SPECIAL ' 
which is £1.95 and includes a glam poster. 
Overseas orders: pe per magazine 
re al Offer discounts still apply, so get in quick! 


ei md a O O 
Aidress OR O LR 


Ena DOS NA DI OSSO AAA O PEA O E O a aa 


Post Code | lo O RR dd A RO OS ROS O RR RR 


1 would Hs to order the following Issues: 


om orOosDeDzonAc2ra] 
Jtmas Special 1986[7]25[7]26[]27 []28[]29[]30 


Number of issues ordered 
Less discount H applicable | 
Total cost £ 
lenclose a Cheque or Postal Order tor the TOTAL | 


DO NOT pay In cash — cheques or postal orders only please, made 
payable to NEWSFIELD LTD. Please don't include any mail order 
requests with general post for editorial, co 

on, as K will almost certainly cause delays. Include your phone 
number,  possíble, so Aggle can sort out problems quickly. Send 
orders to the address below. Thank you. End of Public Service 


| announcement.... 


BACK NUMBERS 
CRASH MAGAZINE, PO BOX 10, LUDLOW 
SHROPSHIRE SY8 1DB 
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SPIKY HAROLD 


Here's a POKE for that cute game, 
Spiky Harold as sent in by Peter 
Custerson from Mid Glamorgan. 
H you type this bijou program into ER 
ço computer then your lite ? 

a 


This makes everything a whole lot 
easier when it comes to avoiding 
all the nasty bug-eyed monsters in 
the game. 


10 BORDER O : PAPER O: INK 7: 
20 pet "NUMBER OF LIVES 
(1-1 
30 IF L<1 OR L>128 THEN GO 
TO 20 
40 PAINTATO,4;"START SPIKY 
HAROLD TAPE” 
50 LOAD” CODE : POKE 23341, 
| 201: RANDOMIZE USR 23296: 
| POKE 34560, L: RANDOMIZE 
USA 34000 


Another month's PLAYING TIPS comes around again and chaos 
reigns in the CRASH office. Out come the empty Pepperami wrap- 


| pers, hal-full Coke cans and acres of screwed up pieces of paper. 


Sigh. Next week it'Il be like the week after Christmas when all the 
decorations come down as | clear away in anticipation of next 
month's exertions. Top Tipsters this month are the industrious trio 
of hackers from Haxby in York for their tips on Redhawk and map of 
Jack the Nipper. Top Cartographer prize ques to AM Ferinhough of 
Bromsgrove in Worcestershire for his artistic indulgence in the form 
ofa Pentagram map. Are we good to you are are we good to you, sh? 
As for the Girie Challenge ... What can | say excapt: BUNCHA 
WIMPS. After the first highly threatening letter | received from 
Melissa Rookhead and the reply which | printed in last month's 


PLAYING TIPS | haven't heard a dicky bird from Chateaux CAVG. || 


even sent them a copy of CRASH with the page number of PLAYING 
TIPS written in large gíriie letters in case they had missad it. But alas 
nothing. What a cop-out, eh? Itseems as if Lam the only Girlie Tipster 
after all. 

Grasme Doc Marten Kidd rang up C&VG to speak to the elusive and 
possibly non-existent Miss Ravenfiame. Whether it was she who 
spoke to our beloved —ED or one of the secretaries is less than 


entirely clear, but whoever it was expressed an opinion that mud 
| wrestling was “unladylike” and wouldn't | rather do something a bit 


more dignified? Wimp! "'m already in training as you can see from 
the picture, ... Lolita Loren, British Ladies Wrestling Champion pas- 
sed on a few hints to me down at Ludiow's STARLINE club the other 
evening. 

See you at the PCIW show Melissa, drearie. We'll have a proper 
shoot-out then. Paah. 


dgehog willhave upto lZBlives. EE 


REM SPIKY HAROLD POKES 


28)"; L 
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AND GOBLINS TIPS 






With the POKEs we've printed this 
issue and these tips from N 
Cooper from Peterborough and 
Andy Lowe and Glen 

from Stoke-on-Trent you should 


| be able to fight your way quite 
| deep into the game. These hints 


should enable you to getto the end 
Of Section Two and many steps 
nearer to rescuing your beloved 
ginfriand. 


SECTION ONE 

shoot all the Zombies, planis and 
birds. Try to pick up all the bonus 
cauldrons, At the end of the main 


| Section of the landscape you meet 


the large Demon. At first he is the 
land of nod pise merriby, but 
he wakes up pretty sharpish if you 
stray too close to his awesome 
bulk or shoot him inadvertantiy. 
Fire a quick barrage of shots at him 
and immediately jump towards 
him ahooting rapidlv. If this 


| doesn't kill him, keep jumping left 


and, in mid-air, tum to face him, 

shooting for all you're worth.. 
Once he is destroyed, you can 

progress over the river and into the 


and murky forest. Be pre- | 
pared for the double bird attacks | 


and keep moving right. When you 
see 
Stomper) use a method similar to 


jumping Ogre (Fatty | 





that used against the Demon. Pick 
ne key and progress to STAGE | 


STAGE TWO 

As soon as you get in the lce 
Palace, startto walk and then jump | 
onto the level where the nasties 
come from. When you are on that, 
jump up and keep jumping until 
you get to a long level. Walk along 
this to the night, killing amy floating 
Teddy Bears that attack you. 


| When you get to the end of this 


platform, jump off and when you 
land kill the plant. Jump onto the 
level that moves up and down. 
When ft is going down, jump onto 
à and keep walking. Although it 
seems as if you are falling you will 
land on this platform. Then jump 
over the gap and you armive in the | 
Ghost Town. 

Start walking through it, but 
don't kill the first nasty that pre- 
sents itself to you, but Kill the sec- 
ond, third and fourth. Then you get | 
to a “pyramid' of ladders with 
ogres all around. Don't kill the first 
one, but run up the ladder. Kill the 

e thatruns atyou from the right. 

en walk up the ladder until you 
can just see the feet of another 
“Gonha'. When he is as far left as 
possible, run up the ladder as fast 
as your short stumpy legs will carry 
you. Walk right and up the next 
ladder. You now meet another 
Ogre which may fire at you, |f he 
does, jump over the missile he 
throws at you. Walk to the right 
and kill the ogre there. 

Go down the ladder when the 


| ogre below is as far left as possible 


and run to the right. Kill off this 
Ogre and again jump over any- 
thing he throws at you. Walk to tha 
left then right and scamper down 
the ladder when the ogre below is 
at the far right. Go left and do as 
above. Then go down the ladder | 
and stomp onwards until the blue 
Gonilla o like Pi been 
putting someathi ny in your 
cocos, Mr Coopei has gone. 
Walk to the nght and jump onto 


moving platforms, just keep mov- 
ing to the right, shooting all the 
birds and when you fall off, keep 
shooting or else you fall in the 
water and get all wet (and dead). 
When the two jumping Ogres 
attack, Kill the one that bounces 
immediately, then kill the other 
one. À key will now come down 
from the top of the screen and you 
can progress to level three which | 


| shall tel you how to get through 


next Issue .... 


FOLLOW UP 
Alba et rogo rat o À 
the elusive Tranz-am POKE for 
infinita lives, Dar: T 





RR makes your game better, 

















characters a big Girie NES 


| attentions of the mar > 
PYRACURSE TIPS ig morcios. Voe Ts gérss 
rom Hewsonis come these a re ah 
ge a Of Bones read 
º her so everyone Gar actions neces- 
dm tor anicecupoticaatd ch charéciet MO rated 
abuttered a qo dee tasks are attempled To 
At the stat O ado and ppesi a character may pacoma 
ne q b ancIeM 
png es me entrapped withia O cbjato 
oo ondy pags RE nework Lisias with another 
& soulptured chestkey Neca release the vicim a 

torelenso he weapon andreinca” — Craraçtor armed WMA 19 She 
nation ud ond alte imo Mio, you may, find that 
ne cai rat control is. caster than 


using the E tastatto ops foto 

folic NE 
so at stat de That tive 
given the game away. 


REDHAWK — THE SOLUTION 


In the July Issue we pr inted Some 
very vaque tps tô get you started 
n Bechawk. This Issue, however 
we proudly present REDHAWK — 
THE SOLUTION Pair you can 
change Movin Oliver, Super Wimp 
nto Hedhawk, & Super 5 art and 
Boer of Good É ds. and make 
mim do anything you like, . . vel 
almost. 
Apparentiy, the tps we pub- 
shed last month had.a few HA 
nettes in them and one huge 
cul vp. The bomb'at the power 
station is NOT a hoax, so | don 
Dow where we got that idea from 
Anyway, th b5e regular tippers 
tró rm Haxby mn Pork. Chris Smith, 
Jason Bean and D Austin have 
been romping their way through 
Some Mor ames this month and 
" ere's a solution to Redhawk 


There are three places you really 
to know about im the Sp HE 
I are Dxto TEU ; 
Street and E 


fi jun Jt| at gs e li ncatic ) g 
WE his givento the RAT, he ares: 
are worm as Hedhawk 
SOR cannot kill him when he 
s with a tightning bolt. And 
v. a pair of gloves which are 
ven to the scientist (must be 
15.00hrs.) when you are 
THE cien stwilithendoan 
Ri q tell vou that 
IKprOSIVES 
aro th an given to the 
A “The pink tube found 9n 

e train IE à Cj ven to L | Say 
A magnet 's found-at the power 
| station. This is taken by Hedhawk 
and given to TECHNO. When Hed 


hawk 15 quen aradio in retum fe 
catching the first mugger, drop'iil, 
change to Kevin and ck It vp 
again. Kevin can now listen to the 
radio and and our wirtan robberias 


z ) SOR, the RAT - TECHNO 
and MERLIN are cards. To get the 
cards, examine. . name) then 
Ro TAKE (colour) CARD from 

auTiE This Rd MD e Dida fa 


Erin, enter the ler as pia 
and examine MERLIN, Then say 
RWVAH and examine MERLIN 
again. Then proceed to take the 
card, 

&4 the Warehouse fhere 15 a 
vase. This (5 found by DRarrIAO 
the Warehouse and is taken to the 
Museum am iver TO the curator. 
In cab pres you a book. Read 
it and vou-are given some impor- 
tar E pá atom, (To get o the 
museum iniftálly, vOU must De 
Hechawk) 

When all four cards have been 
collected and the information 
gieaned from lhe book, the gloves 

dás ida é roiee nora ih 


E] “D. a É cy 
“RNA REA it you will: ge at 
tor Complex, Hit the pro- 
PSSor ano insert a caras into lhe 
x amb in the same order in which 
vou found them, When this is done 
ví ju have completed (he gare. 
Fonts to remember: every time 
there is a mu a É! aca 
ger an a take a pho 
inata Jr pOPL arity Vs k al  DEpEo 
: ukeepineradio. AISO, 
f e Hodhawk when it'is 
really | NECcessary. 

















| WEST MIDLANDS, E62 9HD. Tel. 021 559 6564 


e a " 
STARSTRIKENICHEAT * *, 


Remember thecheatinmeactiMe S find this cheat discovered by 
otarsirike | where you ty pesa in ! Antony Smith of, coincidente alty 

L seo: (| rather use jul Ben Stone 
gave REALTIME à QUICK Deltand they 


wanna cheat and the: aa 
ingiy obliged? Well, th 


people up im apitis | confirmed Antony's revelation 


somelhina var | Pause the game and type in 
HEAR AND QBEY with Shaces in 
between the words). ând then 
press koys QU, Wor E for maximum 
| the game. Those of y Gu with power om lasers, shelds and fuel. 
Re-star lhe game for hours ol 


Stars trio di Es o 
printed a hefiy pre ram fro 
Churehyard for infinite everything 


aonsfTia fingers and weak wrsts 
who want something less energe- 
to to help vou play the game will & E ê 
a o 
se À É. | 
E À LE Es ê 


andiass pleasure and ento men 





FOOTBALL MANAGEMENT STRATEGY GAMES 






from E & J SOFTWARE 
48K SPECTRUMS 


3 quality football games for serious enthusiasts. Each game uges tha full evaliabio 
memory of your Spectrum of Spectrum+ and ia packed with genuins fastursa. 


PREMIER LEAGUE 


OUR COMPREHENSIVE AND EXCITING LEAGUE GAME = FEATURES INCLUDE: 

Training, Team Selection, Substítutes, Hal-Tima Scores, Full Squad Details, Named 

Goal 4, Team S leia, Save Game, Fináncial Problems. 5 Skill Levels, Tranmiar 
Mariçat infuries, ontinulng Sessons, Printer Option, PLUS MANY MORE! 


EUROPEAN TROPHY 


& SUPERE EUROPEAN COMPETITION STYLE GAME WITH THESE FEATURES: Home 

& Away Legs, Amay Goals Count Double, 2 Subetutes Allomad, Extra Tima, Panah 

Shoot-Quts (with sutiden death), Match Injuries, Injury Time, Match Penaltias, 5 Ski 

Levets, Pre-Match Reports, Team Setection, MN Goal Scorers, Save Gama, Printer 
Option, PLUS MANY MORE! 


tr dk SPECIAL FEATURE dk d 


Transfer pour PREMIER LEAGUE winning sida imita 
EUROPEAN TROPHY 


Both these games can ba played separatety or as COMPANFON GAMES 
d dk Games £5.25 onch de dr dr 
SPECIAL TWIN PRESENTATION PACK OF BOTH GAMES AMAILABLE AT QB PO Os 


WORLD CHAMPIONS 


An exciting Word Cup Football Management simulation taking you from-the first warm 
up friendiras pote ca qualitying Rag Tour Matches and onto tha finata. LOOK AT 
THESE FEATURES! Select Taam from Squad of 25, Pre-Matoh Taam News, Disciplinary 
Table, Full Results List, Match Suspansions, Change Plaver or Team Name, Languo 
Tables, 7 Ski Levels, Save Game. Printer Option “PLUS MANY MORE! 
WORLD CHAMPIONS features a superb comprehensive text match simulation includ- 
ing the tollovaing: Match Timer, Named Sol SCOrera, Goal Times, Cores, Frog Klcks, 
Injurtes, Bockings, Penaltias, Sending OH, Injury Time, Extra Time, Penalty Shoo!-Dul. 
ALL THIS ATTHE NBEAT LE VALUE OF £6.95 4 


and now! 


All games nove in stock for immeadiate despatch — order your 
copies now 


FANTASTIG VALUE - ORDER ALL THREE 
GAMES FOR ONLY £ 15.95 


Alprices include postage and packing jeda E 1.00 outside LIM), Aval. 
mbio by mai! order only. 


E & J SOFTWARE, Room 3, 
37 Westmoor Road, Enfield, Middx, EN3 7LE 


SIX GAMES FOR £1.99 


[1º am alter you-can TaHiord to-miss. Six addicive games of Arcade and orc slaviog Adven- 
turé, together on lhe ASTROCADE collection, nll programmed by Stewarr Green tor hours 
und honrsof fun. Don't be tocled by the low price, these are quality ovcode games, just read 
lhe rarerevieas — 


YOUR SINCLAIR AU very plopolle” Che sind excellent” O Better ham memey chegpaer” 
ADC TIPENESS TOO, FALTE FORMONE F E, PLAFARIUITY So 
COMPUTER GAMER “Fou mmon'r be disapponied Delighafelly simple to play!” pell 
presented” CC amrangely addreniee” 

CRASH “Should esp amy games plaver quier” 

TES, the collectos PCN called “chesp as 24.50" Es nome Jess than half price. Yoo can have 
CAVERNS D'OR, BOMBER, ZOMBIES, LUNA-ROVER, SIMEON, ALIEN and many 


many many bours of fan for the give-away price ofonly EL,99 + 40p PRE. An offer vou can't 
altar po mise! 


ELETE EDITOR Redefine status, rating, fuel, cargo, weapons, credita, galaxy, specral 
mussons, even Choakink device and ECM jammer. Allthis-and more only E1.99 (plus a free 


| game) 


DDS greiag vou more for besos. All our games are ready and seot by ceturo post, so don't 


| delay, pay by cheque, PO or Transcash No. 43 238 0701 to 


49º BEAUMONT ROAD, HALESOWEN, 


D.D.s. 
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Daren Mitchel reckons he's the 


first person to finish Jack the Nip- 
pé di 
the “as shown below. | think 
ha share the Honour with 
the Formicdabie Hacking 
from bia who A pa a Hs 
with the map of the game 

issue as their contributions arrived 


on lhe same day. So, here tis: a 


step by step guide to for your 
clad prankster 


Daren Mitchel from Bognor 
a The photo's on the way il 
you're 


sure you REALLY want ft 


HOW TO GET THE PEA-SHOO- 
TER 


Inthe badroom (E6), jump onto the 


chest of drawers and onto the cat. 
Bounce to the other end ofthe cot 
and'onto the shelf, 

HOW TO BLOW UP THE COM- 
PUTERS 


(Don't tempt me ... 

ia pi (CT) “ando Hop (64) 
to JustiMicro s 

and stand next to the mirror-like 

object. When the shop kegper 

goes into the lefthand comer, walk 


past the mirror and the computers 


will blow up. Now do a runner or 
od lp dg 


HOW TO K LTHEF FLOWERS 


Go to | Bloom plant shop (AS), 


climb on the right hand shelf and 
Sa the pd am ds 
& ste apa and drop 
mer on the flowers and they 
die each and e One, COo, 
tio gu Ng PS 
gain more 
you're fegling particulariy evil 
Oni this TONS are oia Ts 
time you weren't there or it] be 
Smacky Time, 
Pt bd gd 
the lai get the pot 
ofglus from the to) of the machine 


the flowers 


Keeper sat te far end e a 

jump on Conveyor t 
nearest the door, then 

HOW TO STOP SOCK Pi 

TION 


Go back ta the Police Station (67) 
and into the cell (CB). Get the 
weight and take it to the Hummo 
Sock Factory (48). Jump: on the 
e id run 


HOW TO GET THE CREDIT 
CARD FROM THE BEDROOM 
Go to the right of the bank screen 
E4) and you should find a key. 
ake this to the bank F9). Ei 
everything but the key. 
e vard moves away, drop the 
e Qu your pockets are empty 
Enter the safe and you should find 
yourself in a Manic Miner-s 
room (Ea). durmo to the sopa gu 
the úbject (Soap powder). Press 
enter ameigo trbunhihodicor. You 
should end up om top of the war- 
drobe. Pick-up the Credit card. 
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| Goto the 





and will not come down until it's 

been pacifisd by It's owner and 

This amor pe some Eres Cat gd o 
and you 


a ts 
key. When E ha ig Fun 
forwards and pick up the 1 
disc. Now go to Té nology (AS) 
and jump at the: table with one 
juter on it and then peg dt, 


oi à APS 

Get the soap from E2 and go tothe 
launderette (C9. Jump onto the 
socks and tha machines start to 
bubble furousiy, a bit like the 


 Peunups 

TO OVERDRAW A BANK 
ACCOUNT Get the credit card 
and go to the bank (62). Jump at 
ida cash dispensar on the wall and 

explodes. 

HOW TO ANNOY THE GARDEN 
KEEPER 
After killing the man's flowers you 
fesl a might remorseful, Trot down 
to the graveyard (G6) and shoot 
















the ghostle, Pick up the fertilizer 
and drop iton the nice man's rot- 
ting flowers (G5). Now the nice 


man is very .oris he? 
HOW TO E YOUR SIBL- 
INGS 

If you go into the Playschoo! (E1) 
and through the door you find the 
Kiddle's clay on the table. Take this 


to à room full of sereaming 
so Now the children 
Hoy noso play with, 


HOW | TO MAKE THE CHINA 

PA Tem EM achos 
potty from 

(E1). Beware because ifs not 
ho; ho, Trot down to the 

china shop (C6) and smash it and 

any other objects you are carrying. 


Gio 3. Pope 
dad, a Li, Hovur” 


patio Haz. 


Estar 
i gua EE! E3s Eis Buito AT LATS 
Esq ID AT Fig Raid 
qu) ofli 
ESPr'r 
Ei Ciça! qb és De AP Rar 
Brit Eos ae E 


A! 








“ALTHES 
“AOCRBUSTERS 


congtANT o EN 
= TioN 


“ESTADO o» = a 
OM pe - 


f 


b CENTRAL STREET, MANCHESTERHO ns TELEPHONE: 061-837 64633 TELEX: s699% 














= ca rermres = 


ec aC ES 


64 CRASH August 1986 


“E LEVEL US 
TRES Rex 


RE om cr THERE EXITS É 
b] — G8IECTE 








O === 


HEAVY ON 
THE MAGICK 


(KEY FOR MAP) 





1) Grimoire 

2) Poison smeared book! 

dj Bag pirleçd. Night Shade 

4) Bag of gold (opens doors with 
coin pictures) 

5) Loaf of bread 

6/ Sign — Leo, Key of Nickel 

ti Chest (sunfiower) 

8 Sign — Pisces, fishes, Key of 


Eid 

9) Chest (jar with hemlock) 

10) Cabinet 

11) Sign — Virgo, virgin, Key of 
Alum 

14) Egg — rock, protected 

13) Sign — Gemini, twin, Key of 
Lito 

14) Snake (iron clasp) — inscribed 
with Undine 

15) Sign on the wall: means “do all 
in order 

16) Stalagmite 

17) Rock snake dead cold 

18] Chest 

19) Sign = Capricornus, goat, Key 
of Magham 

20) Rock 

21) Cabinet (clasp — Salamander 
charm) 

aapocrall ia spell) 

23) Stalactite 

24) Nougat 

25) Sign — Aquarius, water carrier, 
Key of Cobak 

26) Chest (mirror) 

27) Rock 


2B) Rock (honey jar — food) 
29) scroll (TRANSFUSION spell) 
30). Sign — Ares, ram, Key of 
Bronze 
31) Pallet — rock protected 
25 Cabinet (Mantis) 
33) Chest 
34) Bone 
35) Bone 
36) Meat bone 
37) Rock (poizon smeared head) 
38) Skull 
39) Rock 
40) Sign — Taurus, bull, Key of lron 
41) Bone 
42) Thigh 
43) Meat bone 
44; Rib 
45) Rock 
46) Rock 
Ulna 
48) Poison smeared head 
49) Nugget (silver), rock, protected 


50) Cauldron of cold iron (seroll | 


Si Ch 

1) Chest (leaf, bag of gold) 
be) Rock 

53) Rock. 

94) Meat bone 

59 Ball of Der 

564 Sign — Libra, scales, Key of 
Brass 

97) Pebbie 

38) Pebble 

a lia (disguised Eristone) 


61) of gold 

Be) Begora 

63) Pebble 

64) Stalagmite and rock 

65) Rock, two stalagmites, stalac- 
tite, sword 

66) Stalagmite, rock 


57) Ea of ei aaa 

68) Cab 

Ee Sm Sagittarius, archer, Key 
of Chrome 

TO) Stalagmite 

71) Rock 

72) Stalagmite, stalactite, rock 

a Bag of gold, stalagmite, stalac- 


74) Rock, jar of honey 

75) Stalagmite, two stalactites, 
rock 

76) Rock, stalactite 

TT) Two stalagmites 

78) Two rocks 
79) Two stalagmites 

Rock 

1) Rock 
82) Stalagmite, loaf of bread 
83) Stalagmite 
84) Chest (bag of gold, garlic, foot) 
85) Sign — Scorpio, scorpion, Key 
of Zinc 
86) Stalagmite 
87) Stalagmite 
e Two stalagmites 

89) Meat bone 
a Sign — Cancer, crab, Key of 
in 

e! Shell, jar of hemliock, jar of 


OnEy 
32) Stalagmite 
83) Rock 
34) Meat bone 
85) Cabinet 
96) Nest of Phoenix 


97) Chest (slat) 
98) Flask, rock cake 


89) Cabinet (poison smeared rock) | 


100) Meat bone 
101) Meat bone 
102) Ruby 


 SPELLBOUND 


THE ABSOLUTE 


| NO-QUIBBLING 


SOLUTION 


Yes, | apologise. The POKE for 
Spellbound that we published in 
issus 28 does not work. Wall, it 
does but It doesn't enable you to 


| finish the game, if you see what | 


mean. Daniel Rendall of Cleve- 
tandande e else who wrote/ 
phoned is right. The POKE sticks 
the clock at 48 hours forever and 
this. means that you can't cast 
some spells as they onhy work 
when a certain amount of time has 
ii According to Mr Rendall, 
if you take out all ig POKEs 
doday to me.) ex 
PORE id eo POKE Pr 
eEvima: pero mes ticketty-boo 
ari Vou be able to finish the 


game. 

Also, my leetie Frenchipoo chic- 
kens, here is the restof the solution 
for Spellbound, the game that 
seems to go on and on and on, As 
far às these Tips are con- 
cerned anyway. All that is required 
after casting the release spell is to 
go to a room with no characters in 
and summon all the characters in 
e following order: Elrand, Sam- 

: Banshee, Flo- 
pe Orikk and Gimbai and that, as 
they say will be that (hope ....) 


| S:sMAEr Romê 
| = CREDIT 


| HP CEGOM DisPEMER 


1 xaDE 


KEY E. 


x DNYIvAMmITE E 
| 
E «FUEL 
-Ê pra 

LEX EL ENE 
M- DRILL é 
EN RRDIGNCTIVE CAE 


* Prá PLTROEM É 


É “TELERSET 


E - INTER. LEVEL o 
TELE PART 


CPPESES NEEDED) 


Eau 


TP TOMADO CER Nº 


EQUINOX 
INFINITE LIVES 


With The Tips, The Map and now, 

Tha Infinite Lives POKE listed 
below there's no excuse for not 
doing well in Equinox. Ônce again 
you've got Phil Churchyard to 
tharik. 


1 REM Equinox infinite lives 


IE 2 REM 1986 Phil Churchyard 


10 CLEAR 55999 

20 RESTORE 

SO LET tot=O 

40 LET weight = 1 

50 FOR |=60000 TO 60074 

60 READ a: LET tot = tot + 
weight" a 

TO POKE 1,a: LET weight 
weight + 1 

BO NEXT i 

90 IF tot <> 297578 THEN PRINT 
FLASH 1; “ERAOR IN DATA!!!" 
BEEP 1,0: STOP 

100 PRINT 41; AT 0,7; “Start 
Equinox tape” 

110 RANDOMIZE USAR 60000 
1000 DATA 221,33,0,91,17 
1001 DATA 17,0, 175, 55, 205 
1002 DATA 86, 5, 42, 83,92 
1003 DATA 221,33,0,91,205 
1004 DATA 115, 8, 42, 75,92 

- e DATA 2289, 229, 229, 221, 
1006 DATA 221, 54, 22, 1,221 
1007 DATA 54, 3a, 0, 225, 17 
1008 DATA 228, 0,175, 25, 54 
1009 DATÃO, 225, 17,247,0 
1010 DATA 175, 25, 17, 158, 2 
1011 DATA 235, 1,10,0, 237 
1012 DATA 176, 201,205, 128,91 
1013 DATA 175, 50, 17, 120, 195 
1014 DATA 151,91,0,0,0 

5899 STOP 


EQUINOX TIPS 


Courtesy ofthose nice people | 
at Mikro-Gen, come these tips for 


Equinox. As you will already have 
noticed, there is also a bijou 
mapette of Level One of tha game 
to help you help your Dedicated 
Disposal Lroid clean up all that 
yukky poo radio-active g0oo on 
oury Ani 7. 

















Here are twenty two hints which 
should come in handy for com- 
pleting Level Ône. 


1) Get the teleporter credit from 

room 14 

| Pay teleporter in room 7 

Teleportto room 13 

5 Toleport back to , 
to room 

6) Enter magnetic lift in room & 

Exit magne room 2 


11) Get teleporter credit from 
room 5 
E ate fa ds 
Get canister from room 3 
3 duto çdad 13 
3) Teleport to room 
16) Dispose of canister 
nr rm css dna 
your fuel levels) 
EA PRA pr al 
room 1 
20) Gotlovel wo pass fromroom 


DR Enior and is teia 
inroom 15 
22) Exit trans-level 


transporter 
— and voila, you are now on level 


MOLECULE PMAN-THE MAP.) 
By Mark Bernvell. 


op ES EST 
ú dale tatele rm = 
E Lara I 
peço! Paga Encla R 
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= Vide 
4 INTERNATIONAL 
 REPAIR CENTRE 


o WITHALL THE 
LATEST TEST EQUIPMEN 


When you send your computer to ut 

we don't only repair it, we checktht a 
colour, sound, memory, keyboard, 

feet, in fact fully overhaul your 
computer for as little as E19.95. The 
price includes all costs including | 
return post, packing and insurance, 
plus VAT, three months no quibble 
quarantee with each repair. 


= | PLUS|NOWS FREE EXCITINC 
Bill fe TOP GAMES WORTH OVER 


= cmoNT| £35.00(MRP. 
ES (DON air WEEKS FOR 


- YOUR QUOTE TO ARRIVE. 
We repair all computers within 24 hou 
the quickest in the business, or a 
while you wait” service. 20 minutes 
from Manchester. 


COMMODORE: 
* NOW REPAIRED * 












TEN x REPAIR SERVICE 
+ While you wait service incl uding a Five top games worth E33.00 For You to 
computer spare parts over the counter. enjoy and play with every Spectrum repair. | 


+ Allcomputers fully overhauledandfully + We repair Commodore 64's, Vic 20's, 
tested before return. Commodore 16'sand Plus 4's. 























* Fully insured for the return jourey. * The mostup to date testequipment 


* Fixed low price of E19.95 including post, developed by us to fully testand find all Commodore 64, C16's, Vic 20, 
Foca ANN, NA ONO, Reyooara rapa Spec iuberkey lg go 
of really up to dO whichisome of our * Keyboard repairs, | K | | aa 
pl dia are quoting). boards only EB.95. Call us for details or purchas 
+ Discounts forschoo!ls and cóolleges. * Zmonth written guarantee onallrenairs. 


VIDEOVAULT HEALTH WARNING!!! [ 
sending your computer to any other Repair Centre can serio usiy Damage lts Health = 


ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your estimate? 
Need vour computer repaired fast? Then send it now to the Number 
One Repair Company in the U.K., or call in and see us at our new fully 
equipped 2,500 square foot workshop, with all the latest test 
equipment available. You are more than welcome. SAS 
we will repair your computer while you wait and help you with any ofyour 
technical problems. Commodore computers repaired for only £35.00. 
Please note we give you a 100% low fixed price of £19.95 which in cludes 
return post and packing, VAT, not a between price like some other 
Repair Companies offer. We don't shock you with repair bills E30.00 
upwards. we don't just repair the fault and send your computer back, 


7 we give your computer a:- 
(GCREB)OVERHAUL WITH EVERY REPAIR WE DO:- 
We correct Colour, Sound, Keyboard, Check the loading and saving 
chip, Putnew feet on the base if required, Checkfor full memory, Check 
alisockets including ear/mike and replace where needed. 
All for an inclusive price of £19.95 including VAT, all parts, Insurance 
and post and packing. No hidden extras whatsoever. We don't have to 
boast too much about our service as we have thousands of customers 
from all over the world highly delighted with our service. A first class 
reputation for speed and accuracy, Don't forget, we are only twenty 
minutes from Manchester City Centre so why not call in, have a coffee 
with us and see your computer being repaired. 


the |.C's from our D.l.Y. sectio 


HOW TO SEND OFF. 
YOUR COMPUTER 


Just parçel your computer in sultable 
packaging enclosing just E19.95 for your 
Spectrum repair. or E35.00 for your | 
Commodore 64 repair. Enclose your nam 
address and telephone number and a bra 
description of the fault. 

Remember you can also charge the repali 
| to your Access card. 


+ Highty delighted, the bestservice around. 

(Mr. Adamson, Manchete 
+ [sentmy computer tô a competitor ofyoursin 
Manchester what a mess they made ofit. lama 
there are Companies like yours aróuna, honest 
mnigniyskited. would recommend pou to alimy f 
friends. Anexcelermt job 

Mr Warran, Londos 

ivisited your premises at Christmas, Ina spacegro RE 
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my problems with your Technicians. Idon'tindn 
how you do lt at the price 





iMr Gregory, Blrming 
Amazingservice, | received my computer back 
within 48 hours ofsendingittovou, Ieouldnt 


believe dt. 
iMrs J, Walters, Scot 
+ Im ould ke to thank all your staffin the neip e 
gave me in recommending to me The spare par 
neededto repair my keyboard, 
Mr. Peterson, Caril) 
GLOSSOP GOT 1st PRIZE FOR SPEEDY REPAIRS 
iCommodore User Magazint. 
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É SPARES FROM OUR D.1.Y. SECTION, 
1 WHY NOT PURCHASE THE SPARES FOR YOUR COMPUTERS 


mo 
FROM US. THE ONLY MAIL ORDER COMPANY SELLING SPARES. 00); 


Same day delivery service on receipt of orders. You canorder by 
Access card or call at our Reception to collect. 


a : PE ——— 
LEE, 4] KEYBOARD 
Vs NETOS] MEMBRANES 
LAI 4 TITO 
da = == 


spectrum irEro iDçe7 1 
o o O O O O O 






Dos to a canteded 
exportorder, me 
mom Rave dualiabea P 
Large seléciion cd 
COPApOMBNES JE 3 

| specual price Poe trai 
PCR um CENT 
| direct to the putsic ; 
| Ce to qnimited pace wo aro rtor able 
Lo snow ali Que Spaces avaiabio, só pitase 
Cai usava ve mello Nappaily grvs pó ted 
current pieces om allyourspares for the 
 -Soectrum Commodore ramgeo WE also 
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> LUIS have Somme spares avadabie for the 7x8? d | | | | na us E E 
the) 5 — | |  E550 o o o o O A À 
a HI plus£1.50p&p edi 
Wi Ea spectrum Plus keyboard membranes ad ag ns ES 5O 
he | 1 7 E12.90 plus E1.50pP&p | 7 
| je al Zx 81 membranes | RINS E oo pi 

e, rAl TR | ea E5.00 plus E1.50p & p 

7 A SPECIAL OFFER! 
NG: Gun Shot ll Rapid Fire Joystick and 







Interface complete outfit. Normal E 
2 recommended retail price €19.95. 1€ | aum? | EXTENSION 
purchased together. Speciatoffer  (sslaaar RIBBON | 
P| ] Of onivE 16.50 nciudino pP&p E” E 
, Joystick availabte as separate itemÊ 10.9 
| plus Interface avallable as separate Item 


E9.00 plus ErSOpEp. 


RUBBER MAT 
E6.50 plusersopap, 









ribbon cable to 
extend your ports for 










































our km VOUr peripherais 
O pico * £10.95 
LES et 
rt Rem Spectrum replacement power SG 
ULA E ER ps || transformer suitable for all make 
|| of computer E9.95 plus ELSOp & p 
| E16.50 


(SPECIAL OFFER! 


Why not upgrade your ordinary Spectrum Into 
the fantastic DK'Tronics typewriter keyboard | 
for only E31.50 including fitting. VAT and 
retum post and packing. À 

Normal recommended retall price 


k E49,95, Replacement printed 
RA, DK Trondes key 


plus E1.50 p E pe: 
4116 rams 











plus E1.50 PE ps 


x 











À ; sets E7.50 
do aa À ú j À no including post 
PECTRUM SPARES , COMMODORE SPARES a 































Ti - E 
AS A ART ZBOB CPU 3.00 
y PERA y atos) ANE Rams 1,00 | 8526-CLA 25.00 
TTK.ESO 0.60 pb e 23.00 
ZTX 213 0.60 1-0 Chip 23,00 
Power Supply Transformers 9.95) 906714-Hoquse Keeper 23.00 , me 
D. | Y. ULA ECO 16.50 | 907225-Graphic RoCm 23 00 | Why not upgrade your 16K Spectrum to a dak 
C OR N E R RS Presa 16.50 | 001226 - Basic Rom 7300 for astitie as 7.95 inctuding VAT, postand packing 
st E grite 901227 = Kernal Rom 25.00 you would lies to FE the Kit for 

————— au E imasiiraçia 490 6569-viC 23.00 vou, justsend us E 19.95 wnich is 

| E TEgret We cannot ) 5 y : 

NK! ho atri Componerts | pras 1290) omersupolyo a br 
"| | avallable. Just give Us à pedra ri éso Transformers 29.00 Ra Sit costs including retum 
| |elandwe can quote you | ZX81membrane 5.00 | Allourprices include VAT, but prease add nostade 

Ester) | pyerthe phone. delivery | spectrum Service Mentais only E30,00 ninad ido ia GOver post, Eultríting instructions 

pa by TS Grass post. including Spectrum + model pactina varálinga charges. cupolisa with eqery lit 


2 VIDEOVAULT HEALTH WARNING!!! 
"sending your computer to any other Repair Centre can seriousiy Damage its Health 







issue 2 and 3 onhy. 
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re, England CM 
66555/67761* 


140 High St. West, Glossop, Derbyshi 
Telephone: Glossop (STD 04574) 


(E) Copyright Videovault Ltd. NO. 140586 

















In Issue 29 1 mem ut ia pieo for 
anyone who had gotas far as Leve 






Runalong'the top and kilithe Com- 
dada AP 





GHOSTS AND 
GOBLINS POKE 


For a who's having trouble 
keeping the brave and fearess 
a in his underpants in Ghosts 
and Goblins, here's a hack from 
Phil Churchyard for infinite lives 
and infinite time. When the hero 
dies his e death in the 
game, you still have to go back to 


' beginning of the section you were | 


currentiy playing, but when your 


| nine lives reach zero, they magi- 
in and, 


cally flip back to nine 
you don't run out of time. Coupled 
with the tips we've got this issue, 
you should be able to get quite a 
way into the game. 


REM ce sata ando 
30 CLEAR 59999 


60 LET weight=2 
70 FOR |=60000 TO 60029 
SOREAD a: LET tot=tot+ weight 


E 
90 POKE i,a: LET 
welght=weight + 1 
100 NEXT i 
T101F tot <> 51329 THEN PRINT 
FLASH 1; “ERROR IN DATA!" : 
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À GREEN BERET 











MÇLoM CommPLETE 









BEEP 1,0: STOP 


| 120 INK T:CLEAR 25000: PRINT 


*1; AT 0,2; “START Ghosts & 
130 LOAD *”* CODE; RAN- 
DOMIZE USA 60000: RAN- 
DOMIZE USA 65477 


| 1000 DATA 38, 113, 234, 17, 151 


1001 DATA 255, 6, 11, 126, 238 
1002 DATA 170, 18, 35, 19, 16 
1003 DATA 248, 201, 62, 2,50 
1004 DATA 217, 140, 193, 253,39 
1005 DATA 58, 92, 201, 0,0 
9999 STOP 


KNIGHT TYME — 
48K Version 


As promised in the last issue, here 
is the complete solution to Knight 
Tyme on the 48K Spectrum. Last 
month | printed tips up to Retreat, 


“Judging by the number of letters | 


have received concerning Knight 
Tyme, however, | shouldn't think 
that there are very many people 
left who haven't completed the 
game. Anyway, lest there are any 
of you left who are still tearing out 
your hair in desperation, here is the 
rest of the game as sent in by 
Nicholas Ferguson from Thorpe 
Bay in Essex. 

Wearing the Cloak of Invisibility 


| and Boots, beam dówn to XB Y4 


Z1. Walk right and you willcome to 
a barrier. It is essential that you are 
wearing the Magic Talisman atthis 
int. Wait until your magic level 
as reached around 80% and then 
cast the spell to remove barriers. 
The barrier should di r with 
a bit of luck. Take the part of the 
sundial from Murphy and go back 
to the ship (XO YO Z0). 

Put the part of the sundial with 
the other two pieces. Wait until 
your e dg level has gone up to 
about 80% again and cast a lightn- 





ing bolt, Thus will join the pieces of 
the sundial together to form the 
Golden Sundial Of Alpha. Pick à 
up, Unwear the Cloak of Invisibility 
and move the Starship to Outpost. 
Put on the Cloak of Invisibility, 


Boots and the Gasmask. Type in | 


the co-ordinates X8 Y9 26. Having 
arrived on Outpost, walk as far 
rightas possible and providing po 
have the sundial you will then 
receive a message from the Time 
Guardians saying that they have 
installed a shny new Time 


Machine in your Space Ship. 
| Teleport back to the ship and | 
| walk as far right as possible to the 


room originally called The 
Lifeboat. This has now been re- 
named The Control Column, Ônce 
again, wait until your magic level is 
around 80% and cast a lightning 
bolt. This mends the Time 
Machine which has obviously suf- 
fered slightly during transit. 
Unwear the 
and go to The Bridge. Unwear the 
Gas Mask and move to ship to 
Retreat, then Plop Plop, then 
Pothos, Monopole, Eden, Star- 
base | and finally to the black hole 
called Gangrola. Go to the Control 
Column and launch the Time 


| Machine. You will now be pre- | 
| sented with a message: Weil done. 
“lo escape | 


Fou have m 
through the Black Hole. But upon 
reaching home you find that the 
Oft-Wiite Knight has been caus- 
ing havoc by messing around with 
the wealher. Game ÓOver. Total 
Completion 100%. You have 
escaped from the luture, and are 
be continued. ..., 

So there you have it. Next issue 
there should be a complete solu- 
tion to the 128K version of Knight 
Fyme. All tips and hints gratefully 
= into tha 128 Tipping 

una... 


loak of Invisibility | 


ng back to your own time. To 








WAY OF THE TIGER 
SWORD FIGHTING 


Here are some Peter Harrap-of- 
don-Town tips on Sword 
ist Warrior — keep 
on ESaano o joga 

Ninja — keep doing a head splitter 
e (o ci hi him and. 
out of the way. After a whilê you 

will be able to do a continuous | 


so 


| That's alifor this month = P'm off 
togetabitmore practice in with 
Lolita Lorenso Fm on top formif 
and when Molasses 
Ravingtame rises to her chal- 
lenge. Don't forget to send your |] 
tips and POKES to HANNAH 
SMITH, (DEFINITELY THE ONLY | 
| GIRLIE TIPSTER), CRASH 
PLAYING TIPS, PO BOX 10, 
LUDLOW, SHROPSHIRE, SYB 
[1DEB. 

Ed really like some tips on 
Heariland and Pyracurse in time 
tor next month's column, while 
POKEs for Pyracurse, Cauldron 
Hand Bobby Bearing would go 
down well, 

Keep the Tips and Maps rol- 

| ing in folks... 
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| Dark ScepTRE WILL Take 
Th You BeyoNô your wildesT 
IMAÇINATION TO à LANÔ OF 
INFINITE possiBiliTIEs ANÓ 
LuniTLEss AÔVENTURE 


j | 
b "o 


| 


SUPERB/SCROLLING ANIMATION 
UNBELIEVABLE 4 CHANNEL SOUND 


WATCH OUT FOR THE PLAY-BY-MAIL 
MICRODRIVE GAME FROM MAELSTROM 


LM 1 FA | DARK SCEPTRE |5 AVAILABLE NOW FROM ALL GOOD SOFTWARE | 15 HA 
| DMadinll DEALERS. IN CASE OF DIFFICULTY PLEASE WRITE TO SPECTRUM ABK 
1 E: BEYOND SOFTWARE FIRST FLOOR 64-76 NEW OXFORD 57 995 

LONDON WCIA 1EU 
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AN EDITOR, ASSEMBLER, MONITOR AND 
ANALYSER THAT REPRESENTS A NEW APPROACH 
TO MACHINE CODE DEVELOPMENT. 


THE EDITOR 
Produces tokenised source 
files which occupy about 
half the normal space and 
accelerate assembly to 
three times the normal 
speed, 


DE nropráme ra | 
q 1 


ge eo 8 DR PA ; 
DCEAN toriovatin 


Pd e dá a 
EE Elis WRIga rija 


FI 
al i 
ponte Lther pasto GE 
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tro CORÊe Mil iNCTudE 
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| AS FF E pa ai = q 
tenda EMSMS, Lormprers, SEréen 


ESpndrs, (mesic compúsers ond adro 


processors LO name pets Drogra irc 
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THE ASSEMBLER 
A full two-pass macra 
assembler (co-resident with 
the editor) which supports 
input'output from tape and 
disc, conditional assembly, 
intelligent assembly of 
subroutine libraries and 
inclusion of named files 
from tape or disc. 

Butt im catculato! 
symbol table ofter asse! 
Sumbol t 


lonied 


el uiolsinReT: 
has all the usual features of 


a relocatable front-panel 
debugger plus; 


THE ANALYSER 
A completely new concept in 
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a TT iii ] h 
TP mus Unique 


Disassembly to scree 
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EI4.95: €19.95: 
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CHICKENS 
AND EGGHEADS 





[ eres he 128K Spectrum has been around now for sometime, 
DP RL q Soa and apart from some early commissioned software, 
E Ft a A) and the exemplary efforis Of MASTERTRONIC, every 





a cor do] software house old enough to remember computers 
mer|) like the Oric, Enterprise, and Memotech is saving its 
WU efforts untilthe 128 has a proven sales record. 


ma FF 
E | q 






; | —Admittedly, there have been questionmarks over the 
[Saca computer's future since the takeover by Alan Sugar, 
E rm nas o mm dd DL Everyone knows that it may take some time to pro- 
duce a successor, and that when it arrives Itwill no doubt be fully compat- 
ible with the 128. May |ust put forward the argument that ff the successor 
is not compatible then this is a matter for Alan Sugar to worry about and 
not any potential 128 purchaser. | | 

There has been much advice on this issue in magazines and the gen- 
eral consensus is that the public should wait and see. All | can say is 
heaven knows what would have happened to the Sinclair phenomenon if 
such advice was offered in 1982 amid rumours of the 48K's unreliability. 
Presumabiy, everyone would have ended up with Atari microcomputers 
which were (and still are) superb value for money, and the home software 





aarmed for itself. EA 

Alan Sugar is caught in a marketing quandary over the positions of his 
Amstrad and Spectrum concerns. He ctaimes far too much for the likes of 
the CPC 464 and its derivatives and is too dismissive of the huge Spec- 
trum games world he has inherited. | suggest the potential micro purch- 
aser keeps well clear of such political manoeuverings and simply goes 
out and buys the microcomputer which offers the best software backup 
at the most competitive price. H this be the 128 Spectrum then so be it. 
' Sold in sufficient numbers, the 128 will ensure both software support in 
the near future, and hardware compatibility in the longer term — no 
matter who provides them. 


SOMETHING TO CROW ABOUT? 


| lda began with the mainframe Colossal Cavem and due to the 
| inherent limitations of mainframes, text without pictures was the order of 
the day. Along came the ZX Spectrum in 1982 and, although many 
adventures remained text-onhy, mimicking the original, the first faltering 
steps were taken towards full-blown ilustrations with the likes of The 
Hobbit and Fantasia Diamond, | 

Some time later, graphics (as pictures on computers are invariabiy 
called) became quite sophisticated, and respectable even, as some 
specialist graphic computer artists a to grips with the Spectrum, most 
notably Banner of intencerror (Jeweis of Babylon, Warlord) and 
Teoman lIrmak of the old ADVENTURE INTERNATIONAL (Gremiins, 
Touchstones of Rhiannoni. Now, you might think it a little hypoeritical to 
mention these içã After all, when they were released | refused to be 
 swayed simply by their graphics but instead reviewed the adventure as a 
whole — remember this was when LEVEL 9 were releasing games with 
simple graphic styles but immense intricacies of plot and composition, 
and games as good and innovative as Sherlock and Lords of Midnight 
were about. The reason why good bi could not co-exist with 
complexity of gameplay was simply the restriction on memory. Surely 
now with 128K, adventures can combine the two and produce something 
worth crowing about. 
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| industry might never have gained the poise and standing it has now | 
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Producer Mastertronic 
Price £2.99 

Author Tim Miller, 
Richard Darling 


The first time | saw this game was 


| on the Commodore 64 where il 
| had the most briliant Ron Hub- 


bard soundtrack accompanying 


it. Alas, the Spectrum version has | 


no such treats, but ts still a far old 
game for the price, 

While exploring some under- 
ground caverns you chance upon 
a deep black pool. À ripple on the 
mirror-smooth surface draws you 


Closer to the edge and a powerful 


hand slides out and swiftly drags 
you under. K is the hand of Theiric, 
the master of magic, who plunges 
vou into a strange mystical woria 
of magic and evil, 
lt is written in the Book of Magic 
that only Theiric has the know- 
ledge to blend time and space into 
a powerful enough spell to return 
u to your own wortd. He prom- 
ses to cast the spell if you retrieve 
for him the lost amuletofimmortal- 
ity, for without it he will grow old 
and die. He teaches you some 
useful spelis and you embark on 
our dangerous quest, As you 
eave, Thelric says '|f you do not 
bring me the amulet of immortality 


| and place iton the pedestal by this 


pool you will never retum home”. 
Shucks. 


After the game has loaded it 


| automatically goes into demonst- 


ration mode where, we are tola, 
there are less objects and 
monsters than In the game proper. 
| must admit | was a bit confused 
as to just where the demonstration 
mode ended and where the game 
started — easy to do when you re 
constantiy tapping the FIRE but- 
ton. On starting, a menu is dis- 
plaved across the middle of the 
screen. The options shown always 
include RUN, and often EXAMINE, 


| PICK UP, DROP and so on. The 
| cursor can be moved by joystick 
or via the keyboard, much as in 


Spellbouna, with FIRE selecting 
the option. As with Spellbound, 
some selections can lead onto 
further menus and options, 

The sereen is split into many dif- 
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MASTER OF MAGIC 
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ferent areas. In the top right is the 
major window which scrolis the 
text telling you what's going on. 
The window at top left |s a kind of 
Out of the Shadows depiction of 
the terrain you are going through 
with the various caves, Córridors, 
steps and rooms shown In a very 
simple, thumbnail sketch manner, 
Tha instructions tell that only your 
actual line of sight is shown which 
may be a way Of getting round the 
fact that the programming here 
isn't awtully good. To make mat- 
ters worse the whole thing scrotis 
ir character blocks which just 
looks amazingly primitiva. 

The display across the bottom 
of the screen reveals pictures Of 
tha creatures and objects you 
come across, and very fine rep- 
resentations they are too. The 'm' 
and the "b' along the top represent 
your mind and body strength. 
Another curious admission in the 
instructions is the acceptante Of 
the drawback of tha time clock at 
top night stopping when the player 
accesses the menu which, as the 
instructions say, does provide 
time to Choose carefully, but also 
allows a chance to stop attacking 


| monsters In their tracks. 


Magic falls into the categories 
of casting Spells, wearing rings 
and drinking potions. 4 MAGIC 
MISSILE produces a fiery arrow 
which can be directed at any live 
target in sight. Ithas a high chance 
of missing, but causes serious 
damage should it hit home. 
FIREBALL causes a 15 feet radius 
fireball to surround you and bum | 
any creature in this area; your 
player remains unharmed. 
ENERGY DRAIN may be directed 
at any creature in sight and causes 
the instant loss of some of its body 
strength. MAGICAL SHIELD pro- 


| duces a shielding over your skin 


protecting you from attack. Like all 
the spelis, it continually reduces 
your mind power and you should 


| note that this spell lasts until 


Uncast. 

The outcome of physical com- 
bat is, naturally enough, deter- 
mined by how skilled the attacker 
is and how well the defender |5 
protected, but also by magical fac- 
tors and luck. Once a blow meets 










ts target the damage inflicted 
depends on the weapon used and 


| the strength of the attacker — 
| much as you'd expect in this type 


of game. Should a monster be 
slaáin, any Of ts possessions can 
be collected and used to further 
vour goals. 

The monsters have some pretty 
nasty habits. Although they vary in 
mtelligence, they are invariably 


'hostile. Most alarminghy, they 


crave your meat to eat as well as 
taking a shine to your possessions 
while quarding their own treasure- 
troves jealousiy. Some monsters 
are easily scared, olhers will 


search the last place they saw you | 


and keep searching there for a 
while, while others hound vou into 


| anearny grave. 


Given the asking price, Master 
of Magic is not such a bad game al 


| all, and not so long ago would have 


commanded a much loftier price 
tag. Leaving aside the rather poor 
display of your terrain in the top 
left with its jerky scrolling, the look 
of the game is very appealing. The 


-plotures of the objects and crea- 


tures you meet along the bottom 
are neat and efective with 
graphics of bats, vampires, skele- 
tons and hellhounds brightening 
up the whole game. The menusys- 
tem, similar in principle to the one 


used in Spellbound and other such | 
| Atmosphere 


games, works very well. The 
options given on the menu at any 
one point are a very good Indicator 


| ofhow you might proceed, 


After killing a skeleton or an orc 





(the result being the word DEAD 
boldly emblazened across their 
picture at the bottom) you may be 
given theoptionto PICKUP, which 
might see you getting the dagger. 
Since you tend to only have 
enough mind power to cast two 
spells in the first instance you may 


| think it wise to save killing spells 


for creatures who are carrying 
something you would like to 
retrieve from their dead bodies 
ibats use their testh and spiders 
their Sting so you are unlkkely to 


| get any weapons from these two). 


When by a door a check of the 
menu opor rara OPEN e 

useful when being pursuea, 
CLOSE once vouve passed 


through the portal. Allinal,agame | 
which grows on you the more you 
get into it and well worth the 
meagre three pounds. 





COMMENTS | 


Difficulty: easy to play buttakes a 
while to play well 

Graphics: overall good but map 
poor 

Presentation: attractive 

Input facility: best played with 
joystick 

General rating: good value 


Logic 
Addictive quality 
Overall 


BANS 





MAFIA CONTRACT II 


Producer Atlantis 
Price £1.99 
Author Neil Smyth 


Howdsa bout dis for a deally dorig- 
inal (original — sdupid) intraduc- 
ton to dis here game and da 


| Course | wand da heaters off, afda 


allit dis Djuly. | Could go on but my 
chewing gum is running out so 
let's just leave the smart alec 


| accemt and get stuck into this one, 


Yes, 's the sequel to Mafia Con- 
tract by the same author, from the 
same company (not always a cer- 
tainty these days) and at the same 
price. anything, this game is bet- 
ter then fts predecessor and so | 
can-see it featuring in SIGNPOST 
just as much as the first one, The 
graphics are just that step up from 
Mafia | and the puzzles, and the 
story which links them, are a real 


pleasure. 
Again you are in Don Capolia s 
gang whose terrtory runs 


throughout the dark back alleys 
and creeping fire escapes of the 
Big Apple, housing the biggest 
den of thigves east of Chicago. In 
the first program, Capolla's own 
son had 
one of the suspects behind his 


| untimely demise. Once again, this 
sa Quiled game but the theme, 
Story and its interpretation dis- 


tançes it from the usual run-of-the- 
mill release, 


ne down and you were 


You are in trouble, yet again, but 
what else would you expect being 
Capolia's henchman? Last year 
Es assassinated a rival gang 
eader for your boss and as a 
reward he has taken you into his 
confidence as his Number One 
personal adviser and bodyquard. 
Capolla's regime is now ai 
threatened by a powerful gang 
by Vito Rossi. Capolla has 
panicked and gone into hiding but 
not before putting out a contract 
on anyone he fears, including you. 
Not being one for half measures, 
and stired on by your sutcesses, 
you have decided to kill both Rossi 
and Capolla, Ifyou can pulithis off 
you are then free to get the docu- 
ments detailing Capolla's Mafia 
gunmen, and will be able to seize 
control of the entire city. You find 
voursel in Capolla's mansion 
which is being raided by Rossi's 
gunmen. To progress any further 
you have to escape them and put 
into effect your ambitious plan. 

Impressive is the way the prog- 
ram introduces itself with varving 
loading screens and sound effects 
— 4 900d omen for what turns out 
to be a well-polished game. The 
pictures are siowly drawn but a 
definite notch up on the standard 
ofthe first Mafia game. RAM SAVE 
and LOAD are very useful as it is in 
the nature of this type of game that 
danger lurks around every corner 
(just for the record RAM LOAD will 





take vou back to your SAVEd pos- 
ition as many times as you like 
before the computer is switched 
of). The character set is pleasantly 
redesigned and the game is gener- 
alhy attractive and well laid out. 
ere are some  unusual 
screens, one with CRASH 
scrawied right across it, and 
another with ZAP. /'Il leave you to 
find out where vou come across 
these two but suffice to say its 
when something goes wrong! Onhy 
being able to carry four things ata 


time causes you óone or two | 


headaches in the time-honoured 
fashion, but generally the game is 
most playable and flows al 
nicely. Many times vou find all 
manner of doors locked (getti 
the keys early on is Ee cs 
and so | appreciated the humour 


wren trying to bolt t out of the | 


mansion inthe car before me: “You 





wor't believe this, but it's locked", 
Mafia Contract ll is a really 9 
game for the price. Some of the 
problems are a little easy or 
hackneyed but overall the game is 


| quite a good runaround. 


BR COMMENTS |. 


| Difficulty: easy 


Graphics: average 
Presentation: fair 
Input Facility: verb/noun 


| Response: Quill 
| General rating: good value 


| Atmosphere Bs 

Vocabulary 69 

| Logic | TB 
Addictive quality 81 

| Overall 85 


COUNTDOWN 


Producer 
Author C &B Bradbury 


You are a reporter, somewhat baf- 
filed as to why a famous explorer, 
well-known for his Ccontemptof the 


| news media, should offer vou an 


exclusive interview, You approach 


| your destination with your editor's 


words echoing in your mind: 
“Dont' ask me. He specifically 
requested you. Anyway, flldoyou 
quod to get away from all those 
corruption exposes for a while. 
Alter a short journey across the 
bay, you arrive at the island retreat 
of Sir Justin Philips. The huge 
mansion looms up in the early 
morning mists as you reach the 


| jetty and secure your motor boat 


alongside a similar craft, 
Approaching the imposing front 


| entrance you notice. the main 


doors are slghtiy ajar. With a gen- 
tie push you are inside. You sense 
a sudden movement and turn to 
see the doors slam behind you. 
So ques tha story which follows 
a superb loading screen for such a 
cheap game (commissioned load- 


| Ing screens can cost a fair amount 


on expensive games these days). 


| Keeping the quality up, the first 


picture isn't bad either with very 
neat shading and altogether 
superior appearançe when com- 
pared tó the normal untidy line- 
drawrn cheapy look. lt is a drawing 
of the large entrance hall with a 
pair of stairs leading up to a land- 
Ing with two pictures hanging from 
its walls. The perspective and 
shading are just right and the rede- 
signed character set is a very read- 
able set of capital letters. 

Heading east from the off you 
meet a cloakroom, and a useful 
item while heading west takes you 
on through the library to a study 
where examining the typewriter 
reveals a clue: 'Confused already? 
Let's soap you're not, insert the 
tape to discover your lot", The tape 
this sheet of paper in the typewri- 
ter refers to may well be the video 


Central Solutions 
| Price £0.99 


tapa vou find in one of the remoter 


rooms in the mansion, Inthelibrary | 


vou see a fairly typical location 
description. "Fou are in the library. 
In the centre of the room stands a 


low table. On it an ornately carved . 


bowl-shaped artifact containing 
the remains of several cigars is 
nao beside a coffee-pot and 

p. Along each wall are rows of 
well-stocked bopokshelves. Doors 
lead north, east and west'. There 
are a few clues as to the lifestyle of 
the owner of this mansión here, 
and a further insight is the rephy to 
examining most domestic items, 
“Itlooks expensive'. 

Ta the north is a location which 
at first appears. pivotal but is 


| somewhat unvyielding to efforts to 


actually get anywhere: “You are in 
a Stylishly appointed lounge, con- 
taining items ranging from the pre- 
historic to ultra-modern, Thewalls 
are adomed with many unusual 
and obviously ancient ornaments, 
including an elaborately deco- 
rated sword, a sacrificial dagger 
and several grotesque carvings. 
The room also boasts a state-of- 
the-art video, TV and audio sys- 
tem. In the centre of the room 


stands an easy chair with a coffee | 


table alongside. To the west there 


is a window”. | wor't go through | 
what happens when you try to 
make use of every item here but | 


when you get down to the window 
at the end, even that's barred! 


Further along the way you meet a | 


dumb waiter which is easy to oper- 


ate and takes you up and down | 


the levels and about four different 
shades of bathroom. 

Countdown is a game com- 
posed around The Quill and llus- 
trator. As a cheap game it has 
much to offer, not least its surpris- 
ingly effective (if slowly drawn) 
graphics. The room deseriptions 


are evocative and the game is well | 


enough constructed to hold your 
Interest for some time. 
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BR COMMENTS 


Difficulty: easy to roam 
Graphics: Not bad for the price 
Presentation: good 

Input facility: verb/noun 





Response: Quill 
| General rating: very go0d value 
Atmosphere T5 
| Vocabulary T6 


OgIC TT 
Addictive Quality 


Overall 79 | 








REBEL 
PLANET 


Producer Adventuresoft 
Price [9.95 

Author Stefan Ufnowski, 
| Robin Waterfield 


Err, right, err, Um going to try and 
tell vou some of the history of this 
| one without actually knowing quite 
what the heck I'm on about, but 
| there again, what's new. Well, 
there was the  advertised 
| SWOADMASTER series and if Em not 
mistaken that had something to do 
with Steve Jackson and lan 
Livingstone, the names behind 
the book which led to this one 
here. Then it surfaced some time 
later as FIGHTING FANTASY and the 
game was Seas of Blooo, and it 
had those stalwaris of computer 
côding, Mike Woodrofle ana 
Brian Howarth behind it. That 
game had an animated dice sequ- 
encée, à combat routine, and a 
status page showing skill, stamina 
and strength. Well this game is 
much more mainstream without 
any-gimmicks but is very well con- 
| structed and has an interesting set 
of puzzles, as you might expect 
trom the style of the FIGHTING FAN: 
TASY books (these work by giving a 
set of choices which lead to pages 
further on into the book). Take a 
look at Pete Tamlyn's article on 
page 46 of this issue if you're still 
confused .. 

Your spaceship 5 called the 
Caydia. tis a merchant ship. You 
— well, you're some sort of agent, 





in fact the finest, as you've been | 


chosen . for your  courage, 
resourcetulness and dedication to 
the liberation of the peoples of 
Earth. Your cover has been well 
researched: you will travel as a 
merchant to the planets of Tropos, 
Halmurus, and Arcadian all of 
which are a part of the Arcadian 
Empire. 

| Ss are to take on the might of 
the huge Arcadian Empire, which 
tightens its grip on the galaxy by 
the hour, then you will need the 
might of some hu db dd 
| behind you. SAHOS stands for 
Search and Research Of Space, 
and has managed to send spies 
on ahead to qgather intelligence 
before your arrival. Of course, it 
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| wouldn't be an adventure if this 
| information was just placed in your 


lap — you'll have to work out 
where its. There is & building on 
the planet Arcadian which houses 
the all important queen computer. 
This can be entered (and this infor- 
mation is proffered quite openhy) 
by using a numerical code of nine 
binary digits. The underground 
spy network may know something 
to help you discover these digits:. 
Your mission, then, is to locate the 


rebel lgaders, learn the digits and | 
queen computer | 


destroy the 
before it destroys you, 

The program boasts an exten- 
sive  vocabulary.  Commands 
range from simple two word 
instructions tó multiple action 





ships. There again, | probably 
dozed while | was reading the 
instructions and have probably 
missed something. Inserting a 
card gives you the sustenançe, 
something you wil need otherwise 
vou could find yoursell running out 
of steam later on. To the east is a 
cabin with hydro-bed and regen- 
eration unit. Stepping into the unit 
nas zetri waves bathing vou after 


which you feel ready to take onthe | 


challenge and pick up the laser 
sword ing here, Across the cor- 
ridor to the west is passenger 


cabin 1 with its Ite-kube which, on 
| examination, reveals à jet pak and 
a tuel capsule. Only thing is you 
Fe “Tpick them up quite yet. Typi- 
cal! 





The view from the 


on the way to save lie as we 


know dt from being destroyed by the Arcadians 


out of the observation window, 
hardhy move in true 3D motion but 
at least bring some movement to 
an adventure screen. To the south 
5 an access comidor with a dis- 
penser attached to one wall, The 
powerful EXAMINE command 
comes in handy here and we leam 
His a sustenance system, an Árca- 
dian one in fact, which surprised 
me as | thought this was one of our 
cômmands. Take a look at these 

examples. ASK THE DROID FOR 
HELP, ATTACK THE POLICER 
WITH THE LASER. GET THE 
WRENCH, THE CRYSTAL AND 
THE BOOK. OPEN THE DOOR, 


GET THE GRENADE AND THEN | 


PULL THE PIN. Fou are advised to 
use WAIT 5, WAIT 10 and so on 


when you've missed the preuma- | 


tube on Halmurus. By the way, last 


| momth's review of Human Torch 


was à touch inaccurate when | 


reported it in the summary as | 


being onty verb/noun, ltis, like this 
one here, quite à way beyond sim- 
ple verb/noun input. 

There are some useful hints on 


play in the instructions. Caydiahas | 


a pre-programmed flight plan 
(which you are warned notto alter) 
and its only a matter of time before 
it docks at its first port of call, 
Tropos. The only thing is, you 
might not be ready when it does. 
However, you can fool around with 
time with the curious commands 
ADVANCE CT and RETARD CT, 
CTstanding for Caydia Time. Fool- 
ing around without knowing what 


| you're doing could lead to the 


Caydia taking off without you. lts 
worth noting that the Arcadians 
have banned humans from carry- 
ing weapons and you should 


| therefore keep your laser sword 
| out of sight until you plan to use it. 


The first frame is stylish ana 
attractive. The stars before vou, 





Rebe! Planet is a g00d adven- 
ture by any standards, what with 
ts decorativa graphics, sound 
plot, and useful vocabulary. It has 
enough to make the grade. 


| COMMENTS 


Difficulty: difficult after a while 
Graphics: good, often mirror 
images. 

Presentation: blinding white 
background. 

input facility: complex sentence 
analysis 

Response: Sluggish 

General Rating: very good 





Atmosphere 
Vocabulary 
Logic 

Addictive quality 
Overall 








BRIAN 





THE BOLD 


Producer Central 
Solutions 
Price 0,99 


Author Edward Beck 


It is the tenth year in the reign of | 


Good King Frederick. No more do 
the people enjoy a happy exis- 
tence. The last few months have 


been a misery for each and every | ! 


person of the realm. Everyone is 
miserabla because King Fre- 
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derick's beautiful daughter, Prin- 
cess Leanora has been kidnap- 
ped. |t is thought Bragen, an evil 


| warlock, was behind this wrong- 
“doing and itis said the da 


hter is 
held captive in the Black Tower. 
Several of the king's: champion 


| Knights have failed in their questto 


rescue the princess and now there 
is à reward for anyone who suc- 
cesds. 

You are Brian, a peasant boy 
with very little knowledge but a 
great imagination. You have often 
dreamt of darmg escapades in 
which you achieve great wealth. 
Secretiy, you leave home and 
travel to the king's castle. The 
result is not altogether surprising 
-— YOU are not permitted to enter 
the hallowed cloisters of the 


| soveraign's castle. When you tell 


the guards of your intention to 
restue the princess they smile and 
tell you to go home before you get 
hurt. Maybe they are right, but 
standing dumbstruck outside the 
imposing castie, your dreams take 
on a new clarity. It is indeed your 
destiny to set out for the Black 
Tower and rescua the far prin- 
CESS. 

As introductions go, the above 


| isn't too bad as at least you come 
| out of them knowing exactiv what 


vou have to do. What I'm not so 
keen on às the break in loading 
where vou have to press a key to 
read (or skip) the instructions. | 
wonder how many other people 
tend to go and make cups of tea 
while a game is loading? 

| think me reviewing this game 
points out the tolhy of a company 
lik& CENTRAL SOLUTIONS releasing a 
great batch of games all at the 
same time, Because of the con- 
straints of time (especially in 
adventure reviewing) the revigwer 


| tendes to pick one or two at random 


from the mass ofcassettes, seeing 
as there is nothing to distinguish 
between those releases of some 
merit from those just thrown in to 
make up the numbers and create 
the impression of grabbing a fair 
slice of market share, What with 
choosing at random, and rejecting 
quickhy those which wouldn't load 
first time so as to get onto those 
that would, | ended up reviewing 
Brian the Bold which is nota good 
adventure. The location descrip- 
tons are terse and inadequate. 
Examining and even picking up 
objects is met with a puzzled 
silence, and the pictures are sim- 
ply awtul (and slowly drawn to 
boot). 


| COMMENTS 


DiMiculty: moderate 

Graphics: awful 

Presentation: Spectrum charac- 
ters 

Input facility: verb/noun 
Response: Quill 

General rating: poor 





Atmosphere 
Vocabulary 
Logic 

Addictive Quality 
Overall 
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Raid 
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“Pigase can you give me some 
help with sunsunk as | have been 


First, can you please tell me 
what ingredients are needed to 
repre arde id mix 

ft? Also, | have found half of the 
map in the navigation area; 
where can the other half be 
found? Secondiy, can the locker 
in the locker room be 


to find the ink for the pen in sEA- 
BASE DELTA?” 


Iron the foll to make it smooth, 
Reflecit a beam and missile 


Make a e in the bowi, 
The TV lens is then your gosi! 


On the same game Stephen 
Parlces asks: 


“Please could help me with 
SEABASE DELTA? have tour prob- 
tems. How do | wake up the hen 
to lay an egg needed for the pan- 
cake? How do | mend the lift? 
Where do | find the ink for the 
fountain pen? Lastly, how do | 
lever the cannon on the sunken 
wrock?" 


To get the NFt to work, chow 
some gum and stick the but- 


“How do | kill the griffin? 
RE, aos mophone? 
What do you do with the drawing 
that has an adding sign on dt? 
How do | open the spell book? 
Finally, how do | use the flour 
and the sieve?” 


To kill the griffin you will need 
to make a CMPXQJOF. To use 


Retaro Martin 7 Chelmsford 
ei it difficu a the 
amulet in 
INTERCEPTOR O re 
WARLORD. 


Fou must DEQUVSF E SPNBO 
ama HJWE JN UP UIF ESVJE. 


Áiso in warLORD, Frank Bours in 
difficulty - 


Holland is having 
tp pc E 
protection FBES E 


QUESTPROBE 3, FANTASTIC FOUR Í8 
câusing problems for Marcus 
ea of Hereford who 
asks: 


mA ap you Ro agi 
to get out of the tar Í 
have trio every command 
under the sun but he keéps 
drowning. lhave gotto get Thing 
out to remove the Blob from 
Doctor Doom's castle.” 


Just before Thing goes under 
the tar he shouial hold his 


NEDIJOF. Torch can now burn 
the tar. 


Amanda “of rep 
Kontis having ficuiiy social 
elimbing in HAMPSTEAD and 
writes: 


“] can get a job but cannot get 
any further. How do | get into the 
filing cabinet? How do | vote in 
the boardroom? What is the car 
for? | can't get anywhere signifi- 
cant ini” 


To open the cabinet you 


ENCRYPTION CORNER 









ENGLISH: ZABCREFGHIIKL 
BRENSRR: ABCPEFGHIIKLM 
ENGLISH : MNO PGRSTUVIND 
 BRENSTER: NOPQRSTUNWAYZ 























































SUPERMERÕES 


 SUPERNERÕES has lapsed 

| recently, not because of a 
lack of would-be heroes wil- 
ling to step up for the coveted 
prize, but the same kind of 
chaos which saw dJune's 
editorial appear a month late. 

| Moving house is the excuse 
and a very good one Í assure 
you! Let's whizz through the 
backlog without further ado, 

“il completed HEAVY ON THE 
Magick on Monday Sth May at 
11.48pm. lescaped to Pile Collo- 
don by travelling through 
Wolfdorp. | had bought the 
game on the 3rd and couldn't 
help playing it until midnight. My 
grade was Zelator because | had 
previously travelled through the 
door in Secunda Porta. | think 
you must go through the door in 

| Quadra Porta to raise another 
grade. Am la SUPERHERO?" 

Indeed you are Robert Old- 
ham of Merseyside, beating 
the opposition who clocked in 
around late May and early 
Jure, 

Mark  Corder of  Dun- 
fermline writes “On the 13th of 
March | completed THEIR FINEST 
Hour, At the end of the game the 
following words sre printed on 
the screen: Secret intelligence 
reports show that the Luftwaffe 
has suffered enormous losses 


due to your efforts. The battle of | 


the skies is won. Churchill 
shakes you by the hand.” 


sin FREO by MIKRO-GEN fell to | 
David Clark of Dundee on Feb. | 


ruary 76 and QUESTPROBE 3 on 
LA TRICRENT DE ETA] 
by Robert Holt of Rochdale. 









| 
| 
| 
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HEAVY ON THE 
MAGICK 


Dear Derek, 


sa are some tips on Heavy on 


Locked doors with tables by 
them need keys. Locked doors 
with  ormate  pillars need 
passwords. For a door with a toll 


sign by it (ask Apex) a bag of 


gole do Alho Roy (put Om tra 
table). To get past the fire use a 
salamander charm. To get past 
the water say 'Water, tall' 

The password to the door on 
level 2 (the word is no word") is 
Door, silence'. The password for 
the door on Wolfdorp, level 1 
(the first one, “Cry and enter 
door) is 'Door, wolf. The 
password for the next one [lt's 
madness to enter) is 'Door, 
lunacy'. 


To kill werewolves get the 
drag (level 3) and go and swop 
is ag level 4), The 

a kilis the werewolves on 
contact. To kill vampires you 
need the garlic (level 1). To kill 
slugs you need the pellet (you 
e etthis by dropping a ball in 
To open locked doors you 
generally need a specific key. It 


is easiest to identify keys by the 


sign on the wall at the room they 
are found. All the signs repre- 
sent the signs of the zodiac. To 
open the locked door for the 
room at Flox, use the Áries key. 
Taurus is for the room at Horns, 
Gemini for the room at Turo, 
Virgo for the room at Purity, 
Scorpio the room at Stings, 
Sagittarius for the room at 
Arrows, Capricom for the one at 
Nani, Aquarius for the room at 
Rains, and Pisces for the room 


The cauldron is for resurrect- 
ing AI (no, | don't know either): 
go and collect the ulna, the thigh 
and the skull (the skull behind 


the wraith) and drop them in the 


cauldron (you'll have to take out 
the scroll first). Then-say, 'Caul- 
dron, achad'. 

In one room there is a fire and 


nothing beyond it. In the fire is a. 


nest, Epa the shell (level 1) and 
swop if for the egg (level 2). Go 
to the nest (with the salamander 
charm) and drop the egg in lt. 
Stand well back (to the right- 
hand side) and say, 'Nest, 
phoeni”. 


To invoke demons put the 
talisman on the floor as far as 
possible from a useful exit, 


stand by the exit and invoke the 


demon. The talisman for Magot 
is a sunflower, for Belezhbar a 
mantis, and for Astarot a sword. 
Astarot sends you to any named 
area ('Astarot, area). Fm not 
sure what tha others do. À 
idea is to go out and come back 
in rg then you can invoke 
irei with skill as the highest 
as 
RA dy then stamina, then 
luck. This way you can kill most 
regular monsters with a 
maximum of two blasts and the 
transfusion spell is more effec- 
tive, T These tips aren't ri “So 
to be complete, as | haven't 
to main the game, but hope 
they are useful 


Simon MeGregor, London NIW3 
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MORE MAGICK 


Dear Darok, 

The ever-thinning line that 
dividas arcade adventures from 
“true” adventures has finally 
been broken with the release of 
GARGOYLE GAME'S Heavy on ba 
Magick. t combines the : 
tication and text input of an 
adventure with the animated 
graphics and reaitime action of 


an arcade game. No-one, be 


they arcade or adventure player, 
can possibly disagree that this 
game ia the most exciting new 


concept in computer games 


since the likes of Shadowiire or 
Lords of Midnight. 
After playing it non-stop for a 
idea | am sending you some 
E) 
rs the first thing that 
u must do is take your 
Grimoire or spell-book, this will 
increase your skill a bit and will 


let you cast the lis BLAST, 
INVOKE and FREEZE. BLAST is 
the one for magickly destroving 
“any nasties that in YOUF way 


(although most Tr a canhe 
avoided by not wasting time or 
going to pointless places). 

When you enter a room with a 
monster thatyou wish to kill, just 
press B (for BLAST) and enter a 
dozen or so times. When the 


'cCreature dies, press H (for HALT) 


the mindlass 
KE calls the 
Astarot, 


and enter to stc 
BLASTing. IN 
demons: Mago 
Asmodee and Belezbar, but às 
vet | have never found the 
objects that allow you to call 
them without being sent to the 
Furnace (not a nice place)! 
FREEZE suspends an item/ 
monster so that you can walk 
past without harm. ft won't work 
on everything, wastes stamina 
points, and faria for a very short 
time so H should be used as a 
last resort. 

Apart from the Grimoire, the 
most useful thing in the game is 
your good friend Apex the Ogre. 
Be careful you do not annoy him 
by BLASTing or eg cod into 
him as you may well 
But, É treated with respect pa? 
caution Apex will ive you clues 
that are vital to sol the per 
zles. For example, if Axil 
west from the start and fol pe 
the onhky route he soon meets an 
obstacia; a flowing fountain that 
he may not pass, He must ask 
his old friend Apex about it, so 
after coliecting the CALL spell 
which can be found by going 
down to level three, ea 





and then up to level two, he tries 


CALL APEX. A flash of Magick 
and Apex  explodes  fróm 
nothingness, ready to be of 
assistance. 
in the terse but adequate lan- 
guage of Magick, Axil tries to 


“some clues. 'APEX, FOUNTAIN' 


he says, which roughly trans- 


lated means 'Apex, please tell 
me something about this foun- 


tain'? IT'S WATER" answers 


ent simply. Thus guided, Axil 
ain: “AP WATER", 
TALK WN TO IT! the wise 


Apex suggests. Thinks Axil, odd, 
but its wonh a try. WATER, 
DOWN" he commands. “WHO- 
OSH WHOOSH' gurgles the 
water, and ágio him. Hmm, 
too obvious, thinks Axil. He tries 
the more cunning “WATER, 
FALL" and with a “trickle” the 
water recedes back into its 
fountain. The way is clear! 
“APEX, THANKS" says a grateful 
Ai, on writ quick “GU DTO 


BE OF HELP', Apex disappears. 


as quickly as he came. The 
is clear, and Axil has airéd his 
first puzzle! 


Anthony Bailey, Surrey 


Fm told there should be a map 
of HEAVY ON THE MAGICK in 


Hannah S$mith's Playing Tips 
this month — check it out! 


SEVEN DEADLY 
SINS 


Dear Derek, 
For purposes of amusement | 
have compiled the 'Seven 
Deadly Sins of Adventure Writ- 
ing', complete with explana- 
tions/examples. 
E e RANDOM DEATH 

ot very common nowadays, 
but Location Death is, witness 
Spelibound, lt might be argued 
that Random Death adds 
authenticity to a game, after all, 
people go down when they're 
not expecting itin the real world. 
However, a player might get hit 
by a meteorite while playing an 


ment is already there. Thers'sno 
need to add to it. 

o, Igar. Imagine you're a 
Hobbit being carried by Thorin 
when  suddeny a Goblin 
approaches. You siip on the 
magic ring. ... or you're stand- 
ing inside a barrei, and you think, 
wonder what happens if Itry to 
ft it up while Em in it? Instead 
of the usual lyrical “You Cant 


it's CRASH... The moral: don't 


try to be adventurous! 

3: SINGLE GUESS 

During your quest for the Eye of 
Bain you chance upon a desert 
nomad. You have honey and a 
dagger, but only one guess as to 


what to do next. neu get it 
wrong, he kills you, 

ou saved your pa but you 
Eni E reload after each 
| OT QIVEI MONEY. OFFER 
HON + KILL NOMAD, USE 
DAGGER, STAB NOMAOD, FIGHT 
NOMAD before he finally SUC- 
cumbs to THAOW DAGGER. 
Consequentiy you more 
time on the iosierda recorder 
than on the có 
q: LUDICROUS ! EYNONYM 
The best example | cam think of 
tor this is Demon Knight. | had a 
jewelled knife (not a sacrificial 
knife). There was a cow in a far 
myard and not an altar in ne 
(or anywhere else in the 

was unable to KILL, 

KNIFE cow. | eventually SAC- 
A silos 

problem is sheer 
absence of meaning. In The 
ira it is necessary to WAIT, 
WAIT, E. So pe does WAIT 
mean? Five. inutas? Ten 
Hiitrna Is Lado pres: Rings as 
bad | wonder. 


5: SELECT FUNCTION 
Sometimes the writer's inten- 
tions are manifest; a gun will 
only work when it's pointed at 
the person destined to die, or 
you can swimin one lake but not 
another. This is quite forgive- 
able, of course. What did sur- 
prize me, however, was this 
situation: was at the bottom of 
a pit. [was unable to use the lad- 
ss to Ea out, but dra able 
to escape by means o rope. 
The ladder, incidentally, had no 
Cu tao “old 
Urso. s an 
ame, but that's no excuse. 


ENO NOTHING SPECIAL 


You don't expect to be able to 
examine irão and it isnt 
such a crime get “You 
aan the  SRIMIE. His 
nothing special" to the input 
EXAMINE SKIMHJZ. However, 


some things require odiado 


mation. In The Hobbit you ses 
window, |5 it open or ode de 
The Helm, you receive a bulb. |s. 
ita torch bulb? A lupin bulb? You 


may never know. 

7: 0] ONE WAY DOOR Fa! 

Em not getting at Final Mission 

where they're justified, But take 

Hampstead. Eimorina the 

nor. ERÊ tp praça rigav- 
one wamings 

in Classic Adventure 


where 

ao 're told, Youcan climb down. 

safely but you might not be able 
to climb up. 

A Neithan, Chichester 


io do Non ip 
seven | ns a ff on 
seven dondly eine a lod, 1 onty 





Have any other readers got 
pio jr di they'd Ilke to 








by Rosetta McLeod 


USING COMPUTERS 


| 
| 
| 


Quite often P'm asked to speak to groups of adults on the 
topic of computers in education. Most of the parents in the 
audiences seem to feel rather at a loss about how to encour- 
age learning in the home situation. We've now reached the 
stage where a vast number of homes possess a computer of 
some kind, many of them bought in the hope that they will 
assist the children with their school work, or help them to 


cope with life in this high-technology age, Parents, however, 


are becoming increasingly concerned that the machines 
tend to be used in the main for game-playing — usually 
arcade games. 

Another worry is that giris seem to show less interest than 
boys in computers, and this is of particular concern to those 
parents whose daughters are aiming for a careerina modern 
office where techniques rely heavily on computers. It's hard 
to alleviate worries such as these, as there is really no simple 
answer. 


THEVOWELS OF THE EARTH 
PART ONE — QUEST FORA 


| Producer: IEC Software 


| 


| 


Retail Price: £8.95 
Age range: children over 7 years, especially those with 
poor spelling or dyslexic problems. 
Quest for A is the latest in mc | 
SOFTMARE'S series of programs 
specifically aimed at children with 
learning difficulties. The program à 
takes the form of an arcade-type | 
game, with the player in search of 
a bag of gold, Arolling globe has to 
be moved through a network of 
caves as quickly as possible until 
you find the correct speiling to 
complete a word. Allthe words use 
the A sound, andthe chidhasto | 
choose fromai, el. ey ayandsoon. | 
There are several javeis of diffi- 
culty to select from, and these 


| Build up to the completion cf 


| “neighed”, 


words such as ancient, 


investigation! and 


Young children often enjoy a large amount of parental sup- 
port when R comes to using computers, and some of the 
early learning games reviewed this month are certainly of 
the type to encourage parent/child involvement. Older chil- 
dren, however, tend not to be given this kind of support, 
being left very much to their own devices. Programs like 
opecial Agent and Car Journey are helptul in letting parents 
see the sort of related activities their children can be directed 
towards. | 

Instead of taking a back seat, the adults may even be 
encouraged to work with their teenagers on the games. Cer- | 
tainly all children ought to have the chance to develop | 
keyboard skills at least, and this means moving away from 
arcade games and joysticks. | do wish, though, there were 
more programs designed to appeal to giris — publishers 
please note! | 


1 
a 
4 
E 
| 
3 
À 


| beige'. On the second side of the 
| tape a homophones program 
| encourages the chitd has to distin- 
| Quish between the spellings o! 
| Words which sound the same but 
| have different meanings such as 
| plain and plane, vell and vale. Both 
| programs can be played with a 
| joystick, using cursor control, or 
| usina specified keys, and it is also 

possible to select the length of 
| time needed for the game. A fair 
| amount of manual dexterity is 
| required to move the globe without 
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touching the walis of the cave — if 

this happens the energy score dis- 

played at the bottom of the screen 
Is reduced. 

Designed by educational 

psychologist, do Westwood, this 

| sã game which wilhold children's 


| 
4 


attention and improve their spel- 
ing skills without them being 
aware of nd, The colourul and 
attractive screen displays add to 
the appeal of the game, and the 
children | tried it out on were keen 
to do well. 


| COMMENTS 


Control keys: choose from 
Kempston or Sinclair joystick, cur- 
sor control, orkeysV BJAO | 
Keyboard play: very responsive | 
Graphics: very attractive 

Use of colour: good 

General rating: an extremety use- 
fui and professional game which 
would be of benefit to army child 
witha spelling problem. 





FIRSTSTEPS WITH 
THE MR MEN 


Producer: Mirrorsoft 
Retail Price: EB.95 
Age range: 4 — 8 years 


Young children ford of Roger Har- 
greavos Mr Mer characters wil 
| o the four programs in this pac- 

age. The colourtul bookiet which 
o senai the software tells the 
story of each game and explains 
what to do. MrGreedy's Ice-cream 
Hunt helps the child with the con- 
| capt of direction as Mr Greedy Is 
moved róund five carefully graded 
screens in search of ice-creams, 
[while Mr Silly's Hat Game was spe- 
cially written to develop lefuright 
scanning in preparation for learn- 
ing to read, 

Shape recognition |s covered in 
Mr Fomgattuls Wardrobe Game 
where the child has to match up 
pairs of farmhar objects such as 
Shoes and socks, and the last 
game, Mr Forgetiu's Letter Game 
extends this to letter recognition 
when a random selection of letters 
of the alphabet takes the place of 


| 


the objects, This game also gives | 


He adult the option of entering a 


= - 


EEE Fe 


PE A” 


pit 
La Es 


fe Ee 
' 


a ne 
E is E 


chosen range of letters to suit the E 


needs of the individual chita. 


The games are extremely easy E 
foreven the youngestchildtooper EB 
ate as a colour-coded coveray à 
featuring Mr Clever is suppled. | 
This sits coverthe keys 5,8,7,8,39 8 
and O. Unfortunately tis very easy 1 
fora child to press BREAK inadver- E 
tentiy if a Spectrum Plus |s used, E 


'and his crashes the program. 


COMMENTS 


Control keys: a colour-coded 


overiay sitting on top ofsix number | 


keys makes the commands easy 
to input 
Keyboard play: very fast 
Graphics: ciear and appealing for 
the young child 
Use of colour: eye-catching 
General rating: althoughaimed at 
“children from 4 to 8, | would lomer 
the age range. For most 7 and 8 
“year olds, the stories and games 
weuld be tõo simple, so perhaps 2 
to & years would be more realistic, 


TT EE 


Ro | ad 


ia ar 


MRRts a e! ] + ' Ê 
a “ plo 


= É E 
Em À ipeis Aa 4 
Ed et ri a pivds 
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a dir dis JE 
à A O SA Ra TR 
' ai. e , 
o AA 
| q gt 
a] Bi 


á ] 
Rue ci di 


4 q». Par + E = 


r rum dia qu ad Ê 


ne Ea Tm 


To 


a me 


| WORD GAMES WITH. 
THE MR MEN 


Producer: Mirrorsoft 
Retail Price: £9.95 
Age range:5 — 8 years 


“This two cassette pack contains 


Mr Noisy 5 Word Gametor children 


| learning to read, and Read With Mr 
| Bounce tor more advanced read- 


| -ers; The first game helps the child 


| tounderstand three soris otwords. 
which sometimes cause confusion 


— ppposites, comparatives and 


Superlatives. There are nina short 
“games in this section, the first four 


introducing words such as tall/ 


Short, highvlow, wide/narrow and | 
| fetíhin, while the next two 
practice in luming these adjec- 


Ive 


tives into their comparative and 


superiative forms. The final three 


| games provide an opportunity to 


practise all the skills leamed. 


In all the games, words are large 
“and easy to read and the graphics 
are most attractive. Read With Mr 


Bounce extends the skills already 
covered and introduces the under- 


standing of words such as in, on, 
“outside — the animated graphics | 
“show the meaning of each con- 


| ceptina very clear way before giv- 


ing the-child'the option of t 
the word which shows w 
Bounce is. For this, a plastic over | 
lay is supplied, displayingthe letter | 


ing 
Mr 


“keys in their lower case form. The 


overlay is fine for the ordinary 
Spectrum butuseless fortha Plus. | 
Both Mr Noisy's Word Gameand 
Read With Mr Bounce give the | 
child the chance to obtain a print- 
out, and the glossy booklet con- 


| tains. details on how to play the . 


games together with colourtul pie- 


“Aures of the characters 


COMMENTS 

Control keys: ENTER, 1 and O for 
the easier games, letter keys for 
themorecomplexones 
Keyboard play: very responsive 
Graphics: exceliant 

Use of colour: very good indeed 
General rating: an enjoyable and 
entertaining package of games, . 
thoughagan! wouldiowerlheage | 
range as ali the B year olds | know 


| have qutgrown the Mr Men! 
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SPECIAL AGENT 


| Producer: Hill MacGibbon | 
| Retail price: 29.95 
| Age range: older children 


timetables and solving codes ara 
| only a few of the skills: involved, 
Intelligence reports such as, “Spy 
reported in the capital of Turkey" 
may requires a bit of research 
before the name of the actual city 
5 discovered. The package also 
contains an attractive illustrated 
booklet with information about 
spies and agents such as Mata 
Hari, Burgess and McLean, and | 
the fictional Sir Percy Blakeney, 
brief descriptions on some of the 
major European cities; maps 
| showing population and land use; 
and details regarding the contents 
of a spy kit — bugging devices, 
migrodots and so 00, 


Special Agent is a program in the 
Games to Stretch the Mind series, 

and was designed by FIvE WAYS, 
well-known for quality educational 
software, The player assumes the 
rote of a special agent for M16 
based in London, and the mission 
isto catch a devious anemy spy on 
the loose in Europe. 

The. player has to travel by air 
| and rail to a variety of destinations, 
| making the most of all the clues 
and intelligence reports that flash 


| on the screen. The city 
a report is sent is highlighted — 
but if the enemy has eliminated 
Dia agent in a City, no report can 
received! An informers report 
can also be purchased forthe sum 
Of 2100, and the record of your 
| total costs is displayed at the top 
left hand comer of the map, 
together with a clock which 
| records the passage of time. 
Sometimes, reports are 
received im code and tha player 
has to choose the cipher option for 
Clues on how to decode il or pay 
2100 for help from the back-room 
boffins in London. Money may also 
be spent in hiring new agents to 
replace those eliminated, and on 
making jourmeys. 
The educational possibilities of 
this game aré immense. Learning 
about the map of Europe, aa 
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This: às an extremeiy well 
thought-out package wiich will 
hold a child's attention and make 
igarming fun. A particulariy useful 
feature is the facility for pausing 
the game to allow time for thought. 
Great care has been taken to 
ensure ease of operation. 


COMMENTS 


' Control keys: an overlay is 


supplied for the top row of keys 
Keyboard play: good 
Graphics: very clear 

Use of colour: bright and attrar- 
tive 

General rating: an absorbing 


| aan tull of learning opportunities. 


rthe price, this package repre- 
Senta expelent value. 


Producer: Hill MacGibbon 


Retail Price: €9.95 | 
Age range: older children 


in the same seres as Special 


Agent, Car Jour involves deci- 
Wa 


sion-making ah lis of caloulat- 


ing time, distance and money The. 
program has 4 levels; levels 1 and 
2 involve driving a car around the. 


country. with or without road 
hazards, while levels 3 and 4 are 
based on running a delivery ser 


vice, agaim with or without the road 


hazards. 

On all levels you RETE to chobse 
from which town the journey 15 to 
begin, and then select the vehicle 


| you are gongo drive. The smaller 
vehicles travel faster and cost less: 


to hire for the day (when you are 


course each has a fuel tank with a 
different capacity. Ahistogram dis- 
plays the fuel consumption at var- 


| ous speeds, and you have to fillup 


with petrol before the journey can 
COMMENÇOE. 
On levels 3 and d a progress 


E | chart can be shown on the screen 
ma and this registers the cost of the 


tuel purchased. An cpa placed 
on the top row of kays al 


| HE player call up status information 


and also contains the Commands. 


E | for driving the vehicle chosen. 


The Delivery Servico games are 


ows the. 


CAR JOURNEY 


quite complex as there are so 


many factors to be borne in mind. 


The fee for. delivering some con- 
tracts, for instance, | larger than 
for others, though the more valu- 
able contracts have to be delivered 
very quickly. Journeys have to be 
pianned carefully, and petrol can 
be saved by carryving more than 


“one load at a time. An additional 
“problem is that whenever the clock 


reaches 19.00 hours. you must 
stop for the night and this incurs 
overnight costs unless you are in | 
our home town. Penalties also 
to be paid if the vehicle às 
overigaded or ifa load |s not-del- 


| vered in time. 


The accompanying bocklet 
gives information aboutthe history 
of rõads and how.a car works, as 


| wellas containing the extraet from 
playing Delivery Service), and of. 


The Wind in the Willows where 
Toad becomes car-crazy. 


COMMENTS 


“Control keys: a keyboard overtay 


ensures gase of operation 
Keyboard play: responsive 
Graphics: an attractive and sensi- 
bile screen displa 


Use of colour: effective 


"General rating: this is a useful 


program for developing quite com- 
plex skills in an enjovable way, 
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After last month's pot pourri of cartoon characters, the SCREENS Gallery 

returns with a one-man exhibition from Alex Williams, a Cornish lad who 

beavers away In Truro, creating masterpieces on his Spectrum screen. Apart 

from "straightfonward” pictures, Alex specialises in animations and sent in a 

rather nifty implementation of the parrot which appears in the Max Head- 

room film... We've included pwo shots of the Spectrum Blue here, but the 
reattrme animation has to be seen to be believed! 
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The Dynamic Duo from CRASH Mail Order, Auntie Aggie and 
Guru Denise have worked overtime again this month, recharging 
the power of the MYSTICAL SUBSCRIBER NUMBER so that 
itmay bring lucky owners even more goodies. 

Those of you who already own a MYSTICAL SUBSCRIBER 
NUMBER (the magic talisman stored on Guru Denise's Sub- 
scription computer that makes sure you receive a monthly copy 
of CRASH) should receive a freebie [NIENTNSNO MU gE poster 
with this issue of the magazine. The JOURNAL OF MYSTICAL 
AFFAIRS, also circulated free to owners of MYSTICAL SUB- 
SCRIBER NUMBERS is packed with goodies too, including an 
offer which allows NUMBER holders to save £3.00 on the normal 
price of PSS's latest release [EEANTAMR ANS HE AND collect 
a £3.00 voucher from PSS at | thesame time! 

INCENTIVE's EDITOU TE LEVO has 
just hit the streets at the retail price of £22.95. Look out for the 
HOLY TEAR OFF COUPON in the JOURNAL that allows 
would-be adventure writers to save more money! And of course 
there's a special competition for JOURNAL readers to get to 
grips with. ... Once again, there's a selection of tempting 
goodies on offer this month which may encourage you to get hold 
of a personalised MYSTICAL SUBSCRIBER NUMBER. Lets 
face it, can you afford to be without one? 


The complete works of MARTECH were made available to Guru 
Denise this month, and after casting a rune or two, her Subscrip- 
ton computer printed out the MYSTICAL SUBSCRIBER 
NUMBER 210052 owned by a G Forsyth in Falkirk, Scotland. 
Fortune smiles upon G Forsythe this month — it could smile on 
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il 
| Should you wish to partake of the benefits of MYSTERY SUB. 

SCRIBER NUMBER ownership, this month is another good 
| month to take the plunge and send some loot to Guru Denise. 
The power generated by the MYSTICAL NUMBERS on Guru 
| D's computer has combined to offer a truly massive selection of 

| OCEAN and IMAGINE es from which you can choose if you 
| desire to start a MYSTICAL AL SUBSCRIBER NUMBER working 
for you this month, 
| People applying to Guru Denise for a MYSTICAL e 
| SCRIBER NUMBER can opt to receive one free game from 
| LIST A or two free games from LIST B. Plenty of choice this 
month, eh folks? Make your selection, find a postal order or 
| cheque for the appropriate amount, make it payable to “News- 
field Ltd” and whizz it off to Guru Denise with the completed 
application form and she'll do her best to get things moving for 
vou. Don't expect your choice of free games to come with your 
copy of CRASH — Auntie Aggie has to seal them lovingly in their 
very own Jiffy Bag and send them separately, “cos they won't fit 
inside the plastic sleeve used to send out monthly installments of 
the Softwareology Course that comes cunningly disguised as a 
copy of CRASH, 

Re patient, be a: be gia 
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| NUMBER to begin sending me copies 
« CRASH with Issue number ...s. 

| Yow't do your best to get my choice of 
| Aggien gb pm 1 
Agglepost, won't arrive 
* ja the same envelope às my fest copy of 
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TIME TO JOIN THE ELITE BAND OF MYSTICAL 
, ; SUBSCRIBER NUMBER OWNERS? 


E MTO 3 BE US) ED W IHEN APPI LYINC ra 
entao 


STIC) AL SUBSC RIBER 


LEE, 


1 cant resist the temptation, Guru D. Dve 
filled in every detail on this form and now 
['m cheque/postal 
order for E15.00 made payable to Newsfield 
aaa o dc WO Hlam 


pit to you with à 


Having + 


of my em 


me via Auntie 


| CRASH. 

| SEND NICE THINGS THROUGH THE 
* POST TO ME: 
« Tam called 
ANDILIVEAT 


o RR ars 


| WORLD SERIES BASEBALL 
MATCHDAY 


RAMBO ; 
WORLD SERIES BASKETBALL 


DALEY THOMPSON'S 

DECATHLON 

FRANKIE GOES TO HOLLYWOOD 
r DALEY THOMPSON'S SUPERTEST 


SEND THIS FORM TO: 

« GURU DENISE 

1 HOME OF THE MYSTICAL SUB- 
« SCRIBER NUMBER 
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FURIOUS FIGHTING FANTASY 
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Accompanied by lous ZZAP! 
dynamo, Julian Rignall, CRASH 

Tony Flanagan zoomed up the 
M6 to the land of , Bleas- 
dale and the Beatles to get a sneak 
preview of SOFTWARE PROJECTS' latest 
game: Dragon's Lair. 


Perhaps its because of their Irish 
forefathers that scousers like telling jokes. 
Take this one, for example. Er-what d'you 
call a Liverpudlian in a suit? | don't know, 
what do you call a Liverpudhan in a 
suit?. .,. The accused. People have a sense 
of humour in Liverpool that makes life 
quite bearable,” explained Alan Maton, 
director of SOFTWARE PROJECTS, as we ate 
our lunch in the concrete garden of the 
Elephant and Castle. Not that Liverpool is 
a city of doom and gloom, though some- 
times it might appear that way to us south- 
erners: from leafy towns such as Ludlow, 
There is something irrepressible about 
Liverpool and its people that is very infecti- 
cus: And what is true of Liverpool is also 
true of SOFTWARE PROJECTS, 

The company began hfe in 1983 and is 
most widely known for two very successful 
games, Manic Miner and Jet Set Willy The 
latter, rernarked Paul Patterson, the Sales 
Manager, is probably the biggest seller of 
all time,” How did they account for this 
success! "The thing about Jet Set Willy and 
Manic Miner," Alan pointed out, “was that 
pi were differentifrom what everyone else 

was doing asia time.” But, like many 
other compnies, SOFTWARE PROJECTS has 
not had desbunding success with every 
game released! Jet Set Willy II, in particular, 
was veiy Badly received by the computer 
games PRESS, 


NEW POLICY 
Smee Chtober 1985, the company has 
ADOpied 4 new policy which puts quality as 
HS Ram priority Before then, SOFTWARE, 
PROJECTS hat produced about ten gameé 
mine, as Paul pemarked, “didn't dodery 
welland weren very good Lhetiew pohcy 
is onky to marker very good games — any- 
thing cf dubióus quality is scratehed, even 
ifa lptofmoney has been invested. But how 
do they decide what 1s worth marketing” 
The simple answer is, they don t — well, 

not-all by thermelves. Recently, SOFTWARE 
PROJECTS advertised in their local paper for 
players to come in and test their games in 

The 
cio and usually actec upom. “This 
was also the case with Dragons Fair, as 
Paul explained. “We brought in Pre to 
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players comments are taken 
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try Dragon s Lair about eight weeks ago. If 
the response to the game had been negative 
then, like some of the previous ones, it 
would have been scrapped. Fortunately, 
this was not the case. 

“Everyone gave the game nine or ten out 
often, sad Paul happily “They asked us 
to change certain things and we did. Every- 
thing they asked us to change, we changed,” 
Dirk, the dynamic hero of the game, was 
thought to have too big a nose, so slices of 
it were lopped off in a neat bit of computer 
surgery Some thought the first screen was 
too easy, so that was made more tricky. And 
there have been several other minor 
changes, all as a result of players” sugges- 
tons. 


A CHANCE DISCOVERY 
So how did Alan get hold of the right to the 
game which is fairly well established in the 


arcades! The story 15 involved, to say the. 


least, “1 went away to Paris for a long 
weekend and, er, ... dt was shut. 1 think 
there must have been a Bank Holiday On 
the last day | went into this computer shop 
and there, in a box, was Dragon's Lair for 
the Coleco Adam,” Alan liked the look of 
the game, bought it and took it home to 
Liverpool. 

Obtaining the rights was a tortuous busi- 
ness. Initially, he contacted COLECO which, 
when he finally got hold of the right fellah, 
gave him the go-ahead. Untortunately 
although COLECO had the rights to home 
copaputers, they didn't have the rights to 


gimske sub deals with the licence. These 


Fights belonged to MAGICOM who, as for- 
tune would have it, had recently gone ban- 
krupt. Eventually Alan managed to get 
through to MAGICOM's- solicitors who 
agreed to license the game but explained, as 
Alan already knew, that the rights to home 
computers were ouned by COLECO, As 


























Alan put it, it was like “Er-can 1 go out 


Dad? Ask ver Mum.” 
Mum? Ask yer Dad.” 

Eventually, the matter was resolved and 
Alan put together what'he called a Liver- 
pool contract . Basically, this amounted to 
“giz it and Tl pay ver,” though after several 
amendments: the contract ran to twelve 
pages and took five-and-a-half months to 
be processed through the courts, As this 
was only a formality, SOFTWARE PROJECTS 
began the programming schedule almost at 
once 


“Er-can | go out 


The progress of the programming has 
not been without its snags, Jim Darnell, one 
of the programmers, Gutlined the initial 
problem. First of all we looked at the game 























and decided it couldn t be done in 64K on 


the Commodore — not to do it justice any- 
way. Then [ said to The Boss that 1 thought 
the game could run while the tape was load- 
ing. It's all based on the fact that you can 
play one level. By the time you've finished 
that, another level will have loaded off tape 
into memory ' Unfortunately, unhke the 
Commodore, the Spectrum Version will not 
have that cunning load while you play facil- 
Hy -. 

The schedule took a major knock when 
one of the programmers decided to leave, 
with only pwo-thirds of the program done! 
Alan was not impressed. However, curbing 
any nefarious tendencies he might have 


had, he phoned up Andy Walker who 


























agreed to help the company through the 


final phase of the schedule. 

Programming the game has been a real 
team effort. Jim Darmell, Michael Davies, 
Steve Birtles, Colin Porch, Sue Maton, 
Nicole Baikaloff, as well as Andy Walker, 
have all played their part to produce a game 
which they hope will emulate the success of 
Jet Set Willz Dragon's Lairis now virtually 
finished, We ve got to the point where the 
programmers are just tidying everything 
up, said Alan. It should be in the shops by 
the middle of August, and stores will be 
sent demo versions for public display: 


DRAGON'S LAIR 

do whats the game all about? Basically, 
“Dragons Lair ' is a cross between an 
Arthurian romance and George and the 
Dragon: In it, the heroic knight Dirk the 
Daring is called upon to rescue King 
Aethelreds daughter, Princess Daphne, 
from the fery breath of Singe the evil Drás 
gon. If the King does not renounce his King- 
dom then she wall die! 

The game has nine screens which, as you 
progress, become increasingely more peril- 
ous. By means of the Falling Disk, you 
descend into the dungeons of the Castle 
and progress to the Skull Hallway, haunted 
by a host of osseous (LMLWD) ghosts and 
ghoulies: From there, by means of the 
Swinging Ropes which hang above a stead- 
ly ascending fire, you getyto Singe's 
Weapons Room, where the Tieaponmi 
assumes an insidious life of its ow tu NEM a 
series of Ramps has to be negotiategiss 
dally too long, and they disappear from 
under you. At the same time Giddy Goons, 
gargoyle-like monsters who don't exactly 
have your best interests at heart haye to be 
fought off, 

Past the Ramps and rampa 
Tentacie Room: Singe's; ar 





e RE, de or TR O a O 
a pe rm PR RR E 
a 


E FP . á em vL1 
RPE Spread E AR ERR A) a de a 
pe APR gs Rag! TR 


À J Tania o, e E, “ E] 
Da nero 6 em e 


strange hybrids of the creepie-crawlie kind 
lurk, waiting to enter combat. Once the 
insectoid nasties have been despatched, 
hacked carapace from thorax, a ride on the 
Second Disk takes you to the penultimate 
level where the Phantom Knight awaits. 
“This eighth screen,” said Paul, “isa game 
in itself” in that it requires strategic think- 
ing as well as physical dexterity. Finally if 
you re incredibly brave and mega-skilful, 
you reach the Dragon's Lair and get the 
chance to slay the monster and free the 
beautiful (and voluptuous!) Princess. 


PIECES OF EIGHT 

The next SOFTWARE PROJECTS venture, 
which should be completed by the end of 
July, is John Silvers Return to Treasure 
Island and coincides with the TV series of 
the same name. “The idea behind it,” Alan 
explained, “is to write a game which is 
based very lonsely on Treasure Island, using 
the same locations and same characters but 
with a totally different story You can write 
a program like this and get away with quite 
a lot of differences because you dont have 
to stick to the book, People play the adven- 
ture but they dont know whats going to 
happen next.” 

You play the part of Jim Hawkins and the 
idea is to find the Island's hidden treasure. 
The Island is reproduced in 3D anbhis based 
on the original Treasure Island fAdps. “It 
works on a landscaping techniquer said 
Alan, which means that it draws far oca- 
tions as you go along according WB geur 
position. There are, therefore, an inciedilile 
1.5 million possible views all ilfull perspess,, 


Eve. 


According to Alan, success is sifmpiça par 
ter of having 'a bit of nowse, q BIG Eme 
and aithorough knowledge of (RE marker o 
But sullbtess certainky hasn't gone bo their 
heads, Houphibot Julidmand 1 enjoyed the 
trip in Alas Porsche = 4 fes: fotus Both! 
But if succesSchaEn E gone to Eheir heses, 
grey hair certainiyiRas: As Paulcomplained, 
“when | came herê papais as curiy and 


black, now its straighf and preço! 

às the caribbuehes Gaia spluierad ts 
way back to Ludlow 1 wondered whether 
grey hair was contagious, and whether one: 
day | myself would own a Porsche. Álas, 
some things | fear werent meant to be, 
Chen Thought of one of Alan's jokes which 
checred me up a little. “What d'you-call a 
Liverpudlian in a detached house? ... A 
burgtar” That would begp me going for a 
Fi da 
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DE be ia | | Maimignance and rapalrof Computers, Monitors, 


Disc Drives and Printers 


H. S. COMPUTER SERVICES 
Unit 2, The Orchard, Warton, 
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month guarantee | 
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|| Spectrum repairs — between £9 and £20, à 
months warranty Open Gam-7pm, Mon-Sal. 
While-u-wail service. 

a TP 


| Repairs to Sinclair, Commodore, BBC and and 


Repairs toa Sinclair computers, monitor, 
other make on request. Free quote facility. months warranty 


trade repairs welcome, three 
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BORROWING IMAGE 
FROM THE TEE VEE 


e. The SUNSET VIDEO 

Pe a | E DIGITISER for the Spec- 
trum brings out the best 
artist in me. | don't know 
| how | do it, but within a 
"Couple of seconds | can 
create the most realistic 
pictures ever seen on 
the Spectrum screen. 












The possibilities are enormous. 
Just plug in the family video cam- 
era or the rent-a-video recorder 
and you'll spend hour after hour 
tracking down interesting subjects 
and shading them to perfection for 
the final print-out. The video frame 
can be the starting point for an 
exceptional games loading 
| Screen, which can be manipulated 
with any screen graphics utility to 
the point of non-recognition. Or 
uitimately, the digitiser can be part 
of the home desk-top publishing 
system, incorporating pictures 
into editorial text for your local 
tamily rag. Either way, the SUN- 
SET VIDEO DIGITISER provides 
lots-of fun. 


THE PIXEL OF THE 
MATTER 


Now everybody knows that the 
Spectrum screen is not a bottom- 


ess Cup of pixels, but a mere con- ils 
glomeration of 256 x 192 lonelã 


points, so the TV resolution pigtule 
loses somewhat in definition uk 
converted to the Spectrum for 
Busy or overc picturegã 
up rather unrecognisable, Bê 
larger subjects are focussed) 
the perception is definitely gã 
The lower resolution provida 
grainy artistico touch, highligl 
by the many shading facil 
Taking a picture results in 
point or pixel on the SpR 
screen being allocated onh 
teen values representinf 
brightness level, This masitl 
stored outside the screen af 
requires no less than 245768 
| Às the screen dots é 
assume two states, on qrdl 
mediate levels can be disbã 
various pattems of del 
grey scale modes arô 
Black and white! pro 
two display level 3: Th at 
Of the picture canta 
setting the trip levelBa 
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| and white toany of the sixteen val 


ues. Black white and grey' divides 
the sixteen levels into black, white 


| and one grey level. Again, the two 


boundaries may be set to accen- 
tuate the darkness and the amount 
Of grey zones in the picture. 'Full 
grey scale” provides black, white 
and three grey levels and imitates 
the photographic image on the 
Spectrum screen as closely as 
possible. Again, the grey scaling 
can set by varying the grey, 
black and white boundary levels. 


THE DIGITISING 
UTENSILS 


Yes, Im afraid part of the equip- 
ment is encapsulated in the usual 


| black interface box with an insig-' 
| micant phiono 


socket 
IS STE 


as a major 
aaa for the. 
|: 
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het and plug). Push | 
| only part of the TVpi 


| screen area for gia 








data into a screen pictuté 





| One 
on the Spectrum 


required for the six second dura- 
tion. No wobblies, NO ACTION, in 
front of the video camera and a 
pretty good freeze frame facility on 
the ol video recorder. Noise bars 
need to be fought into the bottom 
edge, or even better into oblivion. 
Unsuccessful attempts at grab- 
bing a frame are met with a beep, 
followed by the PICTURE 


' ANALYSER screen, which dis- 
Plays anything from a missing | 


frame sync to a signal format errar; 
this could be wrong number of 
lines, wrong line length or wrong 


| figld format (Interlace, odd, even). 


Successful frame grabbing can 
be improved upon by SET INPUT 
LEVELS. Maximum and minimum 
veis representing the contrast of 
E current picture are analysed 
ted for a further take. 
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PRE SECO Scan converts the B- 
bit data with-& Editected ratio into 
MOVE INCOMING PICTURE 


ERtact that 
HS trans- 
Dallows 
be 


takes into account É 









farred to the Specthim 
the conversion , via to 
positioned over, hj Ein 
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(brighiness and grey sig 
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ofFranco's heroines, MARLENE D | 

| screen, This sequence of 
reveais the may in which the same digitised 
DIGITISER 





































Image can be tin- 
with the SUNSET 


key. Uniortunately, there is no pro- 


our. Individual colouring can be 
accomplished ata later stage once 
the screen has been stored to tape 
or  cartridge using  SAVE/ 
RETRIEVE PICTURE to save the 
screen picture as a screen file or 
save and load the master file for 
lurther manipulation at a later 
stage. 

Provision is made for producing 
a backup copy of the software 
Omo cassete or Microdrive car- 





Vision for Changing the border col- | 


| 


tridge. The reverse side ofthe cas- | 


sette contains a print driver routine 
which can be set up for various 
printers and printer interfaces. The 


manual gives a detailed explana- | 


tion of the control program and 
provides the programmer with call 


| addresses for the various machine 


code routines. 


CUE AND REVIEW 


The SUNSET VIDEO DIGITISER Is 
not a cheap add-on for the Spec- 
trum. Unfortunately it is one of 
those devices which grab your 
imagination and you'll ind yourself 
spending far too much of your val- 


| uabls time designing excellent 


looking screens with the least pos- 
sible artistic requirement. No news 


| Yet on the printer ribbon that 


alows you to make iron-on trans- 
fers of your pictures for application 


to shiris — more details next | 


month, hopefully. 


8 SUNSET VIDEO 
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Having lost all | e om 
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for- |"DIGITISER 

Rito Price: £128.00 inc P&P 
Par | Sunset, 3 New Road, 
ieor- | Farnham, Tongham, 


jota | Surrey GU10 1DF 
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WORDS ON 
THE SPECTRUM 


DOMINIC HANDY sets his fingers flying over 





the keys of his computer and evaluates a trio 
of wordprocessing packages that dont actu- 
ally improve literacy, but make writing on the 


Spectrum much easier. 


TASWORD III 





Producer: Tasman Software 
Price: £16.50 (Microdrive); £ 19.50 (Opus Disk) 


The team at TASMANSOFTWARE have 


"taken the old favourite Taswdrd ll 


and moved it onto Microdrive and 
Opus Disk, adding more com- 
mands, more memory and greathy 
increasing the ease of use. This 
seemed to me to be a very brave 


| step on the part of TASMAN as they 


must think that all their prospec- 
tive customers have Microdrives 
or disk systems. | can see them 
getting a bit woried about running 
out of memory, but all the rest of 
the latest batch of word proces- 
sors made it out on cassette in a 
very useable form . 

The main text editor loads in one 
chunk, and the only other drive 
access you need is for dumping 


the text to other peripherals (prin- | 
| ters, backing storage and so on). 


As with Tasword Il, when you load 
vp you ão o directly int5 the text 
editor, which means you can get 
down to work straight away. 

The text editor at first glance 
seems the same as Tasword II, but 
acloser look shows that tabla mar- 
kers or tabs are available. These 
are shown on the switches panel 
at the bottom of the screen. À 
PAGE BREAK switch has been 
added that can be used to reveal 
on screen how text will be printed 
-- q handy facility when it comes 


 TASWORD 


THREE 

E (COTASMAN 

E SOFTWARE LTD 
| 1986 





to producina the final version of a 
document. During one-screen for- 
matting, a dotted line is displayed 
where the page breaks will occur 
on the printer. 

One of the best features of Tas- 
word Ill is tha impressive HELP 
menu. This shows you every com- 
mand available at the press of a 
key, and a quarter of the HELP 
page can be shown at the top of 
the screen while you are typing. 


This is useful — for instance if you 


use printer controls ulariy, tha 

pica symbols which Tasward 
ll uses as printer tokens can be 
shown in the top quarter of the 
screen, So you don forget what 
does what! 

Tasword Ill onhy features a few 
brand new commands, but the old 
commands of the Tasword ll era 
have been expanded considera- 


| bly. The most important addition 


fo its array of over sixty commands 
are the TÃB commands: very use- 
ful for setting out charts or tables. 
TABs act rather like TAB STOPS 
on an ordinary typewriter and are 
Ittla markers on the screen which 


the cursor can jump between. The | 
user can set up any number of | 


character positions between any 
number of tab stops — a very easy 
process and a definite plus over 
any Other Spectrum word proces- 
sor I've come across. The other 
new addition to Tasword Ill is the 
expansion of the screen width 


| from 64 characters to 128, which 
| means you can ses exactiy what 
- your hard copy will look like on the 


screen, via the very ingenious 
scrolling oftextácross the screen. 
The cursor movement has been 
expanded too, and it's possible to 
jump to the beginning and end of 
lines, paragraphs and printer 
ivia page markers). TASMAN 
ave gone to town on the deleting 


E | as well: words, lines, paragraphs, 
E | blocks and the plain old character 


behind the cursor can now be 
deleted, instead of just the cursor 
character as in Tasword Il, Parag- 


É | raphs and blocks have to be con- 


firmed before deletion, and lines 
can be un-deleted, so there's not 
much chance of you ruining your 
text accidentally. 

A very useful mode, which is 
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missing from most word 
sors, is the AUTO INSER 
This allows the user to write 
directhy into the middle of a piece 
of text without overwriting the 
existing text. Full use is made of 
the keyboard buffer here, as the 
existing characters have to be 
scrolled forward onto the next line. 

Tasword lleatures a very com- 
prehensive printer menu which 


OCES- 


ob ind ido pd ção tir 

te ci fl mv the screen to jog that lazy mem- 
the pod ct to srta 

shows you how the global command's, such as justification 

and wordwrap, 


| the cartridge or disk. 


has all the features of Word Man- | 


| ager and more. With all the head- 
| ers, footers and page number 


combinations it would be fairty 


| easy to print a simple magazine 


using Tasword Ill. 

There's a word count in Tas- 
word Il the search and replace 
option has been speeded up and 
the cursor speed has also bsen 


PEER 


eee 


CRS CaSRCICA 


oe q 


E BMODERRESET 
E EASY TO USEs2 PROGS ON 
ER OPUS T 


CHEQUES OR POSTAL ORDERS FOR £29.95 fFULLY INC.) TO: 


35 VILLARD LONDON SIWS3 7NG 
edi orders. Europe + É2 |Morid wide+f4 Info:SÃE or Tel oi: 733 6175 


AT.&T. COMPUTING LTD 


ALL rege 4Bk A Plus OMINÉES — OUF ADA utility for 


Esaios eb conversion. 


* Simpte-operation for fast loaders — accurate even df over dBk. jtone and baud rate 


measurer] 
E] In 


drive transter with 
PLUS 
COST on 





THE BEST BACKUP INTERPACE - q em SUCCESS TO 
TAPESTURBO-TAPERMIDRIVERWAFADRIVERBETAXOPUS 
1 “The transfer procedure is simplicity itself'- Crash. 
DN =MAKES INDEPFENDANT BACH-UPSZCOPES WITH ANY 48H PROGRAM E 
EN CONVERTS ANY PROG TO 2 MIN TURBO LOAD 128 COR COMPATIBLE IN 48 e 
CM KE=ENABLES PO POKINGZEXPANSION POR | 


ONE CARTRIDGEFSAVE GAME E ANY AN LAO 
ER SAVE ER pira EXTRA SOFTINARE REQUIRED PT 


rated header reader, manages headerieas blocks. 
é nes A with clickoy loaders — converte COMPLETELY to normal for tape load lplus | 


th TEZ), 
ANY OTHER FEATURES - A UNIQUE PRODUCT! 
£6.99 on tape OR E 7,99 on m/drive cart. 


TRANSFER PACK 2 - FOR TAPE TO DRIVE TRANSFER 
Paesngo au prógratos INCLUDING TUE, other utilítias, allows drive transter of many 


Detaila given on transfer 0140 prográms, 


* Manages virtualhy áll clicky loaders. Bytes sa e header reader, eta. 
midrive, Opus disc 

onm/drive cart. INFORMATION SHEETS Et each lup 
to No, t&availableb mmeludes many top 20 hits = SÃE tor les, 


MICROTRANS — M/drive utility 
Tino Mada is - a must for all m/drive oumers, Fast and EASY DRIVE to DRIVE 
APE TO DRIVE (ne headeriess) - 
Mútipi erase program fimo true cat, printer output) etc err 


State name of drive system ( 
ONLY £11,98 on tape OR ET2, 


E4.89 on tape, £4,99 on cartridge 


OVERSEAS: add 1 AA (tan E2Z others for dach, UPDATE SERVICE = SAE for details. 


PROGRAMS CARRY MONEY BACK GUARANTEE (not 
LERM, DEPT CR, 10 BRUNSWICK GDNS, CORBY, NORTHANTS N 





a quarter of lhe 


increased, thus rectifying the main | 
problems with Tasword |. The | 
package offers full value for. 


money, with a word processor, a 
Tasword À translation program, a 
Masterfite interpreter, am introduc- 
tion letter and tutor as well às a 
simple but very effective data 
merge file (which can be used 
instead of Masterfila) included on 


There is no doubt about it, to my 
mind TASMAN have now definitely 
got the top spot as far as word pro- 
cessors go. With the price of prin- 
ters and disc drives dropping by 
the month 's almost worth pop- 
ping out and getting a system to 
try it out on. One look at Tasworda 
ht will take the words out of your 
mouth! 
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dates) 
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Lhor chur ap 


Producer: Softechnics 

| Price: £14.95 
(Tape/Microdrive, 
Kempston/AMX Mouse) 


Other disk versions 
to follow 


The Writer comes in a video type 
cassette box, which contains a 
very professional- looking manual 
and a cassette that holds both 
tape and Microdrive versions of 
the software. Users of the tape ver- 
| sion should notice that you do not 
| get some of the options avallabie 
on the Microdrive version, like 
HELP files and the print mergina 
facility. Even so, the tape bas 
software includes all the vital ele- 
ments of The Writer After a short 
time using The Writer it became 
apparent that this word processor 
had been based on the wo E pro- 
cessors available in the CP/Mh mar 












ket, ú is 

| The Wrilg Bhusos a very atrai , 
method o essing the opions. 
When you prgas the EDIT key, the) 
status bar a he top changes tod 
display six op ons: FILE À DIT; WEI 
TEXT, SEARC RAP ORMAR and 
HELP Options al selected sing 










a pointing device, Which ma bag a 
| mouse, joystick or Nie 


toe option window th 


SE AR: E bao ta! 


| exact page of text to which 
want to jump. 





eo 


ddr, = o Sire! o ra ci 






= pr 
dh COMP  vath 
DELy For them dd, 

LF dam to thnPr 

smmm E Tá 

FiLLES UP à FEM 

just im CHSE À gel 


lg Ge Sld drivel 
Neht NOV quo cam 


THE WRITER 


the cursor options found in Tas- | 
| word fil ara used, plus the ability to 


move to special markers in Pd 
text, as well as specifyin 
dd 


The Writer has two types of 


“marker The frst is a position 


marker, which can be jumped to at 
any stage. This is very useful if you 
want to wander off around the text 
essa with it, but want to leave 
ind of marker to return to. 
The second Of marker is the 
block marker. One of these can be 
placed on either side of thadext on 
the Spectrum, th pa 
block which can 
around at will. All 
word processors, 
word Il and The La Word E ( 
allow lines of text t 
lated indhis way. 
As WBIl as moving bio + 
can Aa 
store, hd at a lg da 
k E” Ri 





























ork 3t6s can be dh op- 
Nangéll until you geth 
E. Hstather like a VE 
On Hortune 


LE 


À proiessiora 
ja Writer offers TABS, 













| the same technique E 
Sh dia, and subsequent Aim 
can be accessed from thisçd 
Although The Writer usas win- 
dows, most of the text boba 
operations can be carred out via 
the keyboard. This mix of controls 
allows operations to be carried out 
very easily at speed, Al the 
keyboard operations are accessed 
| various combinatons of 
SHIFTs. 
On entering The Writer you are 
put straight into INSERT mode as 







with most CPR/M ora pracadaEra: 


The layout of this is 
sional. You do not miss 
after the cursor às in ES) car 


a 


Word, or get the very strained pro- | 


| cess of all the text after the cursor 
scrolling forward, as in Tasword III. 
What you do get is very easy to 
use and amazingly fast process 
not that different to 'good old' 
Spectrum BASIC. 

The basic, non-flashing, 
inversed cursor can be moved 
ground the 22 line text window In a 
variety of different fashions — all 
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The Bioptia Mis extremely pow- 
erful, dad can easily give the 
novice some very business-like 
results. There are basically three 
types of TABs: left'right justified; 
centered and decimal. When the 






TABulate key is pressed the cursor | 


or to the next TAB marker 


shown in the RULER line under | 


the status bar) and then carries out | 
the appro 
entered. If a justification TAB is 
chosen, then the text is justified to 
the TAB marker accordingiy; text is 
centered around a Centre TAB 
marker. !f a decimal TAB is used, 
the text is aligned so that decimal 
points appear under the TAB 
marker, 

Aleader up toa TAB marker may 
be specified which causes any 
spaces before a TAB marker to be 
filled with one of three different 


characters: dotted lines, dashes or | 
| SAGA SYSTEMS have built a solid 
| reputation inthe Spectrum add-on 


asolid lines. All of these prove use- 
ful for clean and neat tables, and 
Once used you vin how you 
ever C without 

The IND/CHANGE 6 options on 

















O save them to Bacliria 


tem + 
| text fig, a 
E | youbal 






| Word Mi 









jate action wiren text Is | 


HONICHEDNTECHO 


| The Wiiterare again'the best of any 
opectrum w prosa Basic 
find and e options are 


allowed, but “wild card” characters 
| are also permitted. Thia means 


Há E. can tell The Winter to look 
an tas and à will find; 

in and  Telhit 

to cai for: 299" and The Wiiter 
finds all the four letter cida in 
your text file! You can also choúse 
to look for bits of words — tell The 
Writer to look for 'he" and it throws 
up the”, 'he', “hero' and so on. If 
instructed according, the 


| software looks for any eceurenca 


“lê 'GRAEME' and changes It to ' 

- graeme' will be changed to” 

and GRAEME" to '— ED': 

CAPS for CAPS and lower case for 
lower case. 

The DELETE options available 
are basically the same as In Tas- 
word ll but instead of dejeting the 
word the cursor |s on, | 
deletes from the cursor positionto 
the end of the word. Not much dif- 
ference, but it takes those extra 
precious micro-seconds to delete 
a word. 

Printer tokens are placed as in 


| Tasword !ll but there are only eight 
| nnes that can be defined due to 


Writer using GRAPHICS 
des tô stand for a string of 
podes. Nhen printing, you 









an chodse to usa a mail-merge 





n, which allows data such as 
3 and dresses to be 
text during pe 






ter | interfaces is a bit less flexible and 












pages, giving a book-like appear- 
ance to the ut. 

The basic text can be controlled 
exacthy as in Tasword Ill, and even 
with some of the same control 
keys! You can centre, left/right jus- 
tify lines and justify the paragraph 
and use other jollitias that appear 


in Bsworo II. 


The Writer also includes some 
extra features like onhy printing the 
text if a certain condition occurs in 
the print merge file — the price of à 
product being less than a hundred 


pounds for instance — and work- | 


ing out the actual value of an 


expression 50 '100-12/3' (no brac- | 


Kets) woutd be printed in the text 


| as “04, SR fo ud 


ram allows the user to LOAD/SA 


Winter filas, ASCII files, and Moro | 


Star files, and even send amd 
receive data via a RS5232 serial 
port. Compatability with printer 


giving Softechnics a EE 
you purchase | isa good 

A 'p * keyboard buffer has 
besn included, which allows a 
sequence of keys to be pressed 


after an option has been selected: | 


the program flicks through the 
chosen option without waiting for 


the prompts to be answered | the | 


keys have been pressed in 
advance. The buffer isn't 
cleared after any option so care is 
needed — mind the Keys you press 
after fou.chogse an option. 

AD rall | fou 1d The Writer amaz- 
Ing fast and extremely powerful, 
E the most powerful word pro- 







“E Pr 


















para | found The Writer 







e program toh RT 






can't altar the existing text, as in 
nager, but you can add to 
the end of it. This seemed a bit 


pointless, as most people only 


want to print out the text when | 


they've finished it, and not change 
any errors in the existing text while 
it's printing! 
When printing you can choose 
to pa headers and footers at the 
nning of each printed page 
with the main title and the page 
number, in Roman numbers, 
alphabetically or numerically. The 
heading or footing can be cen- 
tered or pr A maçã or-even 
printed differenthy on altemate 


Pa a Ti SA A a SR 
THE LAST WORD 












into that text file; But vou 





tremer catia Use, 

didn't find using the mouse any 
quicker, because you have to take 
o hands off the keyboard and 


E Mit buffer was effective 
enough to make the use ofkeysas | 
good if not better than the mouse, | 


Any selfrespecting Spectrum | 


owner who wants a word proces- 
sor should definitely go out and get 
The Writer. Softechnics plan to 
launch a database, a spellchecker 
and The Artist |, all of which are 
designed for use with The Writer 


| very soon. The only thing that was 


missing was a wordeount facility 


-— very useful when it comes to 


writing articles such as this, but 
most users shouldnt find this 
omission too dismaying. 


Producer: Saga Systems Ltd 


Price: £13.95 


(Compatible with: tape; Mirrodrive; Wafadrive: Opus; 
Beta; Kempston; Gordon disc drive; Saga Mouse) 


market based on their erais 
— Spectrum keyboards predomi- 
nentiy. Now they have come up 


with.a piece of software that is best 
used in conjunction with one of the 
peripherals thay sell. Late last year 
Nick Buckingham strolled into 
the Saga offices to see if they 





pSgor ' JE seen on the Spectrum, | 
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Purnell Book Centre, Paulton, Bristol BS18 5LQ 


TECHONICHEDTEChE E 


The da st Vora 


| points, Ap Eh atibilit 


| ter and a very 





would der his word processor, 
The Last Word, as he hadn't had 
moh Pads doing it himself. 

Sra) were very impressed ed 
Nick's program, but wanted the 
manual  re-written and. Lie 
software uaal EL dede 





in). The casse 

MAL cassette EX E 

il nte 

storage mediu ya | 

as the obligatar 
adRbirior: 


software that can CO | 
word | fila that vous 
into something tha The Last 
understands. 

The layout of The Last Word is 
very oasy to follow, and on loading 
you are put straight into OVER- 
WRITE mode, This shows the large 
£0 line text fle window and a very 
neatiy presented status bar at the 
top of the screen. This contains all 
the information you are likely to 
need during the typing in of the 
document: cursor status, justifica- 
tion, word wrap and soon... The 
text window width can have 4 dif- 
ferent settings, 40, 48, 60 or 80 
columns. | found the tiny 80 col- 
umn characters tiring to read but 
the mode is useful | you want to 
see what the fin output will 
be like. The actual prmt line can be 
extended up to Ra SA If 

t 
riate number rp Pb lHies to 
accommodate the text. | | 

The Last Word contains all that 
the average home and business 
user would need, and more. Text 
is typed in às normal but when you 
want to fiddle about with it care is 
needed as The Last Word is so 
powerful you could find yourself 
spticing a textfile in a few swift key 
movements. 

Cursor movement is very com- 
prehensive with all the features 
Aisnbo in Tasword srs is except degarag 
mem paragr paragrapl 
The cursor can be moved around 
sentence by sentence instead, 
which | found a bit less useful. The 


input a line number for the cursor 


ingaround inalarge chunk of text. 

- Inserting new text into an exist- 
ing textfile is easy, but lboks a lite 
strange at first. As insertion 
begins, all the existing text after 
the cursor disappears until you go 


may seem trivial, but | found it very 
awkward to use, especially when | 
torço! the gist of the original text. 
facíltios for deleting text are 
also comprehensive and all 
types of things can be deleted: the 
cursor character, to the end of a 
rig to end of the file or the whole 
The author has tried to dispose 
of the laborious marking of blocks 
of text and ptumped for the option 
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et: 


Ne it 
Vord 


author has also included a useful | 
| option which allows the user to 


to jump to — very useful for mov- | 


back to OVERWRITE mode — this | | 


of inputting the line numbers 
instead of block markers. This 
sete means that blocks of 


| Train option that 
d effect your text is chosen a 
opens up at the top 





sad 


of the screen into which com- 


mands are entered. A CAL- 


CULATOR mode allows youtouse | 


the Spectrum as a normal cal- 
culator. This option is very pomer- 
ful, as the result of c utatiorns 
may be saved as a BASI variable 
(mt to mO) or included in the text. 
Saved variables may be incorpo- 
rated in calo datos — PEqorTo 
and useful facility. The routine, | 
was told, took up a very small part 
of memory, so it seems a pity it 
Isn't included in other Spectrum 
WOFú processors. 

The EXCHANGE option allows 
words in the text to be swapped 
and can also be used to find a 
wordis) in the text. Hf the urge grabs 
you, every occurance of a word or 
phrase can be deleted. During 
exlusive substitution operations ft 
is necessary to know where all the 
words you want to po pira 
in the text as The Last Word just 
provides a line number and asks if 
vou want to exchan é alia OCCur- 
ance ofthe word on 

1 know where you are in con- 


text, youend upguessing! Replac- | 


ing all occurences of a word E 
phrase is straightiorward eno 

unfortunately the keyboard bu de 
is not cleared and you can end up 
with lots of 's's over the text. | felt 
this option was quite limited on its 
own — its only possible to 
exchange strings up to 18 


characters, and the letters have to 
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Speed Of Operation 
Tab Markers 
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Mail-Merge 
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Screen Line(chars) 
Printer Line(chars) 
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tline. lfyou | 


| think of, and some | 





|: FrEs 
| 
Ea” 


Ps: SEÉ 


st 


pd o oniad i - ] 
Rs Tha Ras | Wai [e na 
DO said "e - 

E ENT é ns ETR 
nós, 


five frota tm 


am MEZCh SÊ, The partia 


pe Eles Eta E Tens = fui] 
Pma defva nv Cao pErTo sho 


12 dEStAnES To be vera campi 
RSA ar EerEnT vous Gon con imhova + 
RE Sqenres groups The circens Poti 
E rr RRUS uti pe ctEa Phi 

E Ea 








RT 


; tir ir Sea et 
Ex ro E ie A Te “ara 'á Fim 1 







Ph! Plus tia Fi 





a] 
RR do FM SEMP 


E -Piyjif 





correcthy... 
The Last Word includes an | 
| option that esp a simple vari- 


able of an th from BASIC to 
be INCLU a nto the text file. | 
found this most useful when | 
wanted to include saved calcu- 
lated results or very long bits of 


text that crop up over and over 


in an annotated ANS 


script 

The Last Word ii 
of TABULATION 
have one wid 
This means thg 


PA 


Ar 


with it. Every disk system | could” 

d never heard 
of before were catered for with full 
CAT, ERASE and LOAD/SAVE 
options, proving that a lot of time 
had gone into ensuring compati- 
co A e s night- 


The P printer options cater for all 


The Writer 


* refers to Microdrive or disk version only 





| “E AN | 


| every disc drive or printer Ye | 


LER 


types of visual output, with 24 dif- 
ferent control tokens available. 
Printer tokens, uniike Tasword Jll 
taka up no screen space and aj 
invert the latter they start at. 
an inverted letter is isbn 
by the cursor, the window at tha 
top of the screen displays the 
po Eos that is represented at the 
sor position, | number of 
Rome, rtkens may placed on 
NOME, term tania up no more | 
Be. Aus ori, tha 

















spansion of each of | 
are |5 certainly no | 
potnmands, but each com- 
aro “ulfills its function with no | 
frils attached: things like the 
printer menu and e ge menu 
could have been improved, As The 
Last Word'was written to put a new 
angle on the wordprocessor mar- 
ket, it may take some getting used 
to, but once mastered it pertorms 
beautifu 


Ihy. 
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| Whatever plans Alan Sugar may 


have for the Spectrum, you can 


rest assured that the much trum- | 
peted "Loki" project is not among | 


them. I've had a few letters from 
readers  asking | about the 
rumoured Sinclair achine. 
By now many of you wi ll have read 

in various 
comics, so it's probably time TECH 
TIPS sifted the gist from the gib- 


The story so far ... as SINCLAIR 
RESEARCH siid towards bankruptoy, 
sundry brains were invited to 


dream up a wonder-product that 


would rescue the firm from extinc- 


tion. 

k was obvious that the pç 
projects would not be 
save Sinclair Besides the 128, 


| launched in a desperate bid to 


ri of creditors early this year, 
these proj included a kind of 
Quantum Triple Jump follow-up for 
the QL, which had to re-use all the 
old parts to save money and a 
portable machine called Pandora 
which was handicapped by the 
fact that ft needed a display that 
deaDliE Gabe voar 6 denalogenomi 
espite six years opmen 
effort. Since the sale of Sinclair's 
computer business Amstrad have 
tumed down the chance to market 
Pandora, and gar — at 
last — given up on the display. 

A list of realky new possibilítias 
was made, including an IBM Per- 
sona! Computer clone — which 
may have attracted Mr Sugar's 
attention given his intention to 


enter this sector ofthe market any | 


day now — and a cut-price version 


of Commodore's Amiga — code- | 


named 'Loki'. H nothing else, 
lnaked details of those projects 
might have helped Sinclair to stave 
off the demands of creditors for a 
while longer. 

But as we know, Timex, Thorn 


EMI and Barclays Bank didn't wait, 
they chose to over-rule the man- 


agement at Sinclair and force the 
firm to sell out to Amstrad. 














Simon Goodwin looks 
at the likeliness of 
LOKI, introducesa97p 
lightpen to the Spec- 
trum, chases CHEETAH, 
reviews The Code 
Machine and Spec- 
trum technical books, 
disables BREAK and 
dispenses sundry tips! 


LOKI THE JOKI 


K is not clear whether or not any- 
one at Sinclair was aware that Loki 
was the name of an epic liar, 
epitomised in Nordic ds— in 
any case, the coincidence of 
names seems to have passed b 
other magazines. Here at CRASH, 

where we spent a while trying to 
play Valhalla before we revigwed it, 
we sita the name from that 


e being blessed withlots | 


of headed pi Ea and very 
little money, the Thinkers at Sinclair 
made a big list of trendy computer 
features. t list, embellished 
with a few charts and tables but a 
noticable lack of circuit diagrams 
and real detail, finally escaped into 
the hands of the computer press. 
Despite six years of agonising 


| experience of the difference bet- 
| ween SR specificatiors 
reality, t 


ey swallowed it whole. 
Technical w-how has never 
been a strong point in magazines 
that still — indeed, the same 
month — print Commodore 64 


screen shots in their Spectrum 


software preview section. 


| BUGS 
Dm 





| THE PRICE IS WRONG 


The fact is that the pr 
machine would take iteraily ye 
(plural) to build, at a cost € 
ions. k has taken four years for 
le-minded, well-funded firm, 
dy da Mi BL aro Miner — desi ofihe 
sophisti- 
cata tar coin-op arcade 
Rolativoly Tia Of that time 
hy lite of that tirr , you 
can be sure, was spent writing the 
specification. 

When the Loki 'exclusive' 
appeared | spoke to an ex-Sineclair 
designer. He hadnt heard of the 

oject — 'dreamware', he called 
boia amarga! scorm ed the 
DO. Even if 


bra ã 


é contando needed to repay the 
t costs (and the 
ins nb ni borrowed to 
support that level of production), it 
couldn't be made, packaged, dis- 
tributed and sold tor E200. 
Remember, this ismt just a 
machine with ' 


graphics 
and “Fairnight Pião ft also | 


boasts a fully-bufiered ansion 
bus, RGB, composite and TV dis- 
play outputs, a serial port, two 
jovetick ports, a light pen 
(supplied), three different types of 
MIDI (musical instrument) port, 
Roo (sampling) sound in and 


| à headphone socket, and a | 


Ninido recorderívideo disc inter- 
face. If that's not enough you can 
plug in a floppy disk, hard disk, 


| Compact disk, môóuse and modem 


as “extras”, See what | mean about 
a shopping st? “What! No Mic- 
rodrives?"” | hear you cry 

When it comes to costing this 


asi it's not just a matter of 


a a a few beira sort 
component costs 


tod dd 
on the custom chips intended to 
po inte the Loki, as they've not 

designed, let alone tested 


| case, the 'details" of Loki 
| to have come from Sinclair, not 
" Amstrad, 


| Amstrad's Spectrum Plus 2 — the 


despair — we've 
| see everything the humble bd 








and fabricated. We're talking about | 
very - very fast components 
— chips with about eight times the 
power of the Spectrum's (none- 
too-reliable) ULA, 

een nd with 52K of | 
vi memory and an asynchron- 
ous graphics processor could not 
use standard, cheap, RAM chips: 
you'd have to use the scarce and | 
expensive ao a components 
which are ong of the reasons for 
the high price of the Amiga. 

There are unconfirmed rumours 
that Amstrad may have obtained 
some options to use the Amiga 
chip set. These tales may be trus, | 





















































and its certainly possible that. 
Amstrad may be in the running for | 
such rights mf | Ore Was | 


Veiga But the Amiga chi 
pe fa A | 
É E SOR Nor and there's no 
nm a if 
based Su per-Spectrum. In any | 


THE REAL WORLD 


It may be fun to dream about Loki, 
but the fact is that it won't appear, 
and nor will anything like it. 

Bl we can look forward to is 


128 with a cassette recorder 
“glued ço ars OWN 
açõm and, very likely, a ani 
Spectrum games console 
this Christmas. 
But don't despair 


trum can do, and we've hardly 
explored the possibilities of ad 
128 at all. Don't believe all you 
read, even in CRASH! 
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'ICHEUTEC 
CODE MACHINE, 


PICTURESQUE 5 ular machine- 
code  Editor'Assembler and 
Monitor/Disassembler have been 
relaunched by Discovery Software 
— ti tio eb io The 
programs u to published 
separately at a price Of £8.95 and 
[7.95 — you can now get both for 
£12.95. The package supporis 


work and a very wide range of prin- 
ters, but there's no mention of disk 


compatability. 

Picturesques Assembler first 
appeared way back in 1982. For a 
long while it was one of the best 
around, used by firms like quicikaiiva 
and Ossis. The program has been 
steadily | over the years, 
but it's looking a bit dated in 1986. 

The e To pd eto Key 
tabular disp 
scrubs characters but it doesn de 
close up the text to the right. Pt This 
is not as bad a restriction as it 
sounds, when working with short 
| assembler mnemonics, butit does 

mean that odiei 


every so often. 
| Every line has a four digit | 
| number, which can be automati- | 
cally generated if you wish. The 


PIATHINO ELSE GOMES Clos 
mM e lia E PR DM DA 2) Tl DR 


Joystick Plug, seen from behind (solder side) 





| 
| 


| 
5 MEL aa 


Fa 


Connect other sensors hero (optional) 


CRASH Lightpen/Sensor Interface 





100 CRASH August 1986 


































4 monitor will be called automati- 





ICHEDTEC 


editor works much like the ZX 
BASIC editor, with the addition of 


copy and renumber gre of 
lines. Files can be m from | 
tape or Microdrive, and you can | 


list from any line number, or from 
abel — a nice touch. 

am comments are not very 

well supported — they have to be 

enclosed in inverted commas, 

indented on lines of their own. 

Labels may be no more than six 
characters long — DREDFL! 

The Assembler is fairty run-of- 


| the-mill. You-can fit about 25K of 
| source into memory — enough to 


rate 4 or 4K of machine code. 
u can assembie from 
ontape or Microdrive 


| apso ai cad fiddly pro- 


DM O = DER. CAN Dana 
memory — you can 
directly to tape or Microdrive. You 
can print or display assembly list- 
ings, and the contents of the label 
table. Ermror messages are 
adequatea, 


Numbers can be entered in deci- 
mai or hexadecimal (base 16). 
Maths is limited to 16 bit addition 
and subtraction, plus óperators to 
extract the high and low bytes of a | 
16 bit value, There's no support for 
macros or conditional assembly, 


handle IX and IY as four eight-bit 
registers. As far as | know this is | 
the only assembler which sup- 
ports those instructions. | 





| A Monitor is a program that lets 


you test and examine machine 
code — your own or someone 
else's. The Code Machine's ofler- 
ing is BK long, and can be loaded 
to more or less address, so 


E Pp Sie 
to decimal or vice versa wilhaspe- 


The disassembler generates a 
EE printout til A 
na memory contents 

are no labels, so disassembled 
code can't be loaded back into the 
editor. 

When you come to test code the 
monitor is usable, but umsophisti- 
cated, You can step through code, 
one instruction aí a time, checking 


ore ing registers and option- | 
ally ing subroutine calls at 
one do A bound, 'oreakpoit! 


bera ds 
cally. 

You cant ask the monitor to 
check ister values as code is 
tested. res only one break- 


nt, so | cant trap s | 
Poeaiio evento won eta 
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OM + £14.99 POST FREE 


« TOP + TRIGGER FIRE BUTTON 
* AUTO FIRE MODE 

«* KEMPSTON COMPATIBLE 

* STABILIZING SUCTION CUPS 
* SPECTRUM OR PLUS « UNBEATABLE OFFER 
SENDER INSTANT DESPATCH 


| through the code, line by line. 

The Code Machine has a reada- 
bte 61 page AS manual, written in a 
tutorial style. It's clear and well 
organised when you're learning 
about the package, but it's a poor 
reference quide. There are several | 
summary tables, but there's no 
index. 

Iiyou want a simple, easy to usa 
package, The Code Machine is a 
reasonable buy. But if you intend 
to write a lot of machine-code 

"re better off paro g an extra £2 
or OCEAN'S Laser Genius. 


And now for a trip into the TECH 
TIPS Postbag. This month a few 
tips and hints were niiaraed 
“together with the odd query . 
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PRICE BREAKTHROUGH 


SWITCHABLE JOYSTICK | 
INTERFACE — E 
onty E9,99 post res ms 


* ALL THREE SYSTEMS AT THE FLICK OF A SWITCH 
*'KEMPSTON' —'CURSOR'='INTERFACE II' 
* ACCEPTS ANY 9PIN JOYSTICK-INCLUDING 


RAPID FIRE MODELS « SPECIAL OFFER!! 
| | SEND 
Buy with QUICKSHOT Il complete for onty f 15. 99 NOW 


Bob Pierson of cHerTaM tells me 
that their long-awaited sound sam- 
ler should be on the market early | 
in August, although hardware 
delivery dates are' notorously 
| unreliable, There won't be a spe- 
cial version for the Spectrum 128, 
but the standard device should 
work in 48K mode. It will ignore all 
the extra memory whichisa crying 
shame as good-quality sampling 
soaks up quite a few K' for every 
second of sound recorded 
Apparenty the soldering | 
Superstars are having trouble 
| ting the device to re-tngger kt 
the behest of external ricas tia 
music keyboards, drum machines 








ZEUS MERGE 





o amp puros a button to epese” the program 
* Save lo micro drive or iapit 


| Gordon Waddell starts his letter 






a | MEM BMILTIN 
by saying that Zeus is the best | and the like. It seems that the EE OYSTICS INTERRAÇE 
assembler, buthe cantbetoo sure | machine code timings needed for e Bach oil restar a lho point hey SER io AP À 


because he asks for a free copy of 
Laser Genius in his PS.! Gordon 
will have to struggle on with Zeus 
for a while, because this month's | 
prize has gone to Jos Maragh. 
Gordon tip lets you merge two 
assembler text files. Load the first 
into Zaus as normal, then use the 
“T' function to find the star and 
length of the text. Add the two val- 
uses together, to find the address | 
immediately after the first file, and 
subtract two, to get the address 
for merging. Go back to BASIC 
and use LOAD CODE to read the 


are roger” 


good results are so tight that 
there's no spare time to check for 
interruptions while the gadget is 
making noises Uniess Cheetah 
solve this one you'll have to prod a 
kay at Warp Faotor Eight if you 
want those “Ni-ni-ni-nineteen' 
effects. 

Apart from that, everything is 
said to be working fine. The device 
will let you load short sounds into 
the computer via the supplied mic- 

one; you can then look at à 
graph of the sound (much as you 
can with our TECH TIPS Spee- 


ROBOTICS & MODEL CONTROL EIS 


| Made easy on your Spectrum POST FREE N 
= 4 independenthy comiroBabão úupuis for inghos, motoca, hahrts, BIC 

* independent mputs far sera ERC 

e Tóis is the ont hai the “Logo” pabhesamon "Malor air Program pour cum 
Rsbots” was based on 4 Complete mah all cables » Easy to U3o 






| Now you can create Superb Graphics easily with 
TT a 2000 the New Lightwriter 
O OS Now 
W ONLY f 74. 99 









second file to that address. You | Brym utility, ify cut-off points | POST FREE 

| náo Ê im uti soecify cut-off point | Lightpen comes 
subtracted two so that the second | at tha start and end of the record- y dar 
file over wrote the “end marker Tai: complete with 


ing, and a sustaln area which will 
be re-re-re-repeated whila you 
press & key. You can store and 
recall several short samples atany || 
time, but the total duration of the | 
samples is limited to a few sec- 
onds. 

The electronics will compress 
the signal, making the most of the 
eight-bit bandwidth, just like 
budget” (E200-E500!) recording 


Interface E Software 

e usentugim the Da encies. squares rectançies, made 
supard hand oram, pat, Fl ramo. choouéinks, Pager COMO Save poqr 

resuttrinto manner FERA an USE dr DADO OF ER TIO ENE TO USE AM poLr 

swn games * AM fncions stereo rom sereen menu vath fre bightpan 

a Uinhectabio valia, +Morungmore to buy 


SEND NOW AVAILABLE FOR IMMEDIATE DELIVERY 


from the first. Finally, re-enter deus 
and use the renumber and delete 
functions to tidy the combined 
text. 


SUPER RESET 





ts time to return to the Spectrum 




















| Reset button proiect, published in | studio gear. You can mix a varying Pai ta rara 
the April issue of CRASH. Simon | amount of the input signal with a f x 9, 9 O Peste 
Canfer has written in to point out | delayed copy from the computer's POST EREE 


memory so echo and reverb 
effects are possible. Fairight 
synthesiser-style pitch-changing 
effects are likely to be limited, 


that you can add the button with- 

out pulling your Spectrum apart 

and invalidating the guarantee. 
The Kempston joystick inter- 
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quality of the sound as highas pos- 
sible. 

Many readers will ba disap- 
pointed to hear that thére are no 
planes to allow sampled sounds to 
be loaded into the SpecDrum. In 
theory this should be easy — 
maybe Chestah are trying to pro- 
tect tha market for add-on drum 
| G0unds by doi this. H'so, | think 
they're being silly; as soon as the 
hardware arrives |] and doubtiass 
many other SpecDrummers, will 
start work to add that feature. 
Expect a full review of the Sampler 
sometime in September. 


connector at the back of the com- 
puter, where the Reset switch is 
wirad. H you trace the appropriate 
pins from tha computer to the con- 
nector in the interface you can put 
the wiring for the Reset button 
there, rather than In the computer. 
There's plenty ofroom for a resistor | 
and a small push-to-make switch 
— the switch can stickoutofa hole 
| driled in the plastic interface box, 

There was a bit of confusion in 
the original Reset button articla — 
the text said you should connect à 
wire to the leftmost edge connec- 
tor finger, whereas the diagram 
showed a connection to a double- 
width pad next to the slot on the 
circuit board. The diagram was 
right and the text was wrong, 
although the button will usually 
work either way. 
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às | write (at the end of June) the 
new Electro Kit of sounds for the 
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Speclrum had been released, but 
no copies have turned up on the 


shelves yet. Cheetah blame thison 


Boots" lethargic warehousing, and 
say that they'll supply the kit by 
mail order for £4:,99, from their Car- 
diff offices. 

Two readers have sent in their 
own menu-driven drum-sound 
editors, based on the listing in the 
Jung CRASH. lan Webster has 
compiled part of the code, and 
added a rudimentary “sound play' 
command which lets you listen to 
new effects without loading the 

h drum system. Richard 
Noble has written a utility to merge 
two sounds — he says that great 
effects can be obtained by merg- 


ing one drum with another very 


quist, reversed sample. 

A second cassette from Richard 
has just arrived, containing a prog- 
ram which lets you create synthe- 
tic sounds by mixing sine waves 
on the screen. The results are fun 
— paminiscent of early OMD 
records. 

The latest version of the Spec- 
Drum software apparentiy works 


on the Spectrum 128; Jon Bates 


should have details of the upgrade 
elsewhere in this issue, At the 
moment Cheetah have no plans to 
bring out a special “big drumkit 
version of the SpecDrum for the 
128, but they may think again after 
Christmas. 


READER'S 


ROBOTS 





Several readers are working on 
Spectrum-controlled robots, and 
one common problem is getting 
signals from the real worid into the. 
computer. Christopher Chapman 
and Paul Graham recenthy wrote 
into ask for advice on this, and it 
just so happens that Joe Maragh 
has come up with a neat solution. 

Joe wins this month's £20 worth 
of software 


for his interfacing | 
ideas, which are simple but very | 


effective. Even If yours |s a robot- 


| free zone you may be interested to 


hear how you could build a light 


pen or computer-controlled burag- . 


lar alarm for less than £1. 

The easiest way to add sensors 
to any type of Spectrum is via a 
joystick interface. The exact vari- 
ety doesn't matter — you can use 
aKempston, or In revi 
the Instant Interface from CRASH 
Issue 23. 1 you pick the CRASH 
interface you should keep the con- 
nections as short as possible, to 


avoid diverting interference into | 


your computer, 


Each joystick socket will allow | 


you to connect up to five switches 
or othar senso 's to your computer. 
You can read. the sensors on a 
Kempston interface with the com- 
mand IN 31 —the result is O ff all 
the switches are: open, or a value 


between 1 and 31 depending upon | 


the combination of. closed 
switches. Interfaces that return 
characters can, be read with 


| INKEYE or IN (as documented in 


Chapter 23 of tre old Spectrum 
manual) for combinations of keys. 
The wiring for the sensors is 


1 02 CRASH August 1986 


terface ?, oreven | 





shown in the figure. The wire 


| marked COMMON goes to one 


side of each switch, and connec- 
tions Ato E goto the opposite side, 
If your interface can be read with 
INKEY$ you should make surethat 
the sensors are normally open-cir- 
cuit, or the Spectrum keyboard will 
be disabled when the sensors are 
wired up. H this is a pain you can 
always put a switch in the common 
wire, to cut out the signal from the 
sensors when itis not wanted. 


SPECTRUM 


You can use just about any on'off 
device as a sensor. There's no risk 
of damage tô your Spectrum or 
interface, as long às the things you 
connect have no internal power 
supply Such devices should be 
wired up via a relay, to keep the 
power away from the computer. 
The interface output is only 
about a miliamp at five volts, só 
there's no risk of blowing up your- 
self or the sensor. R doesn tmatter 
Ff you short-circuit the output — 
that's just what a joystick does! In 
face anything with a resistance 
under 10KR ohms willgive a signal. 
Microswilches or push-buttons 


| can be used to detect movement; 


mercury  tii-swilches detect 


| changes of angle, and reed relays 


detect magnetism. All of these 
should be available from electronic 
component suppliers for under £1 
a throw. Joe's cleverest idea was 
to connect a Light Dependent 
Hesistor to the interface. 

AnLDR, or photoconductive cell 
is a asmail component which only 
lets electricity pass when light falis 
on it. The electronic parts firm 
Maplin selis LDR's for 87p (part 
number HBTOL). Other supplers, 
such as Tandy, callit an ORPI2. 


LIGHT WORK | 


Joe explained how you can use the 
LDR-as a burglar alarm, detectin 
light in a room at an unexpecte 
time, Of course, you'll need to the 
normal BEEP if you want to 


| frighten the intruder away! Alterna- | 


tively you could build a light-based 
communications link between two 
computers — say, across a road, 
The LOR detects a flashing signal 
(possibly via a telescope) and 
software decodes it. 


When | tried this, it struck me 


that it should be possible to use 


| theLDRinalight pen. ltworks very 


well, although you obviousiy have 
to write your own sofiware. 


For test purposes | put the LDR | 


na roi of cardboard and moved it 
along the roll till the computer got 


a signal when the 'wand' was | 


pointed at a black area. À tin cigar 
tube would probably be a better 
holder. The LDR is quite sensitive, 


| S0 you may need to put some kind 


of filter over the end — | found a 
piace of file-paper was ideal, 

The LDR is about à cenlimetre in 
diameter, so the resolution |s 
limited, although clever people 
could probably fix up a set of 
lanses to improve this. The 
response-time |s not very fast — 
certainly not quick enough to keep 





vp with the dot on the TV screen — 
but tha same is true of most com- 
mercial lightpens. 


You can find out where on the | 


screen the pen |s pointing by send- 
ing a fashing line across the 
screen attributes, vertically and 
then horizontal You'll have to 
experiment to find the best speed. 
Únce you know the rough position 
of the pen you can follow it by 
Hashing characters around the last 
known position til you pick it up 
ain. 

atray light may cause problems, 
but you can minimise them by 
adjusting the TV or putting an extra 
switch inside the 'per”, either con- 
nected to another sensor wire from 
the interface or in series with the 
LDR. With appropriate software 
you can ignore signals unless the 
switch is om. 

This idea is wondertully simple, 
but it works! My thanks, and £20 of 
software of his choice, to doe for 
the onginal idea. 


UNBREAKABLE 


SOFTWARE 


Brian Harris says he's been trying 
to find out how to disabla the 
opectrum BREAK key for the last 
two years; finally he's written to 
TECH TIPS for help. 

Hf you PORKE 23659 with O you 
prevent the computer from using 








" Ues, 50 your program must repeat 
| the POKES at once after any of 


those commands. 

H you want a really neat solution 
you should get a toolkit package 
such as Supercode Jill, from cp 
Software. Most toolkits 
machine code routines which you 
can use to divert BASIC to a cer- 
peso lina whanever BREAK is pres- 
Seo. 


ROM 


DISASSEMBLY 





À couple of letters have been 
diverted to TECH TIPS from 
Uoyd's Forum. Simon Qwen asks 
where he can get a disassembled 
listing of the Spectrum's ROM, so 
that he can use standard routines 
in his programs. The first two 
books on this subject, published 
by Melbourne House and written by 
lan Logan, are by far the best I've 


| seen, 


| fitt 


the bottom part of the screen — | 


the INPUT area. Error messages 
are printed there, 50 the computer 
will hang up if you press BREAK, 
as the message cant be dis- 
played. This trick has three snags: 
INPUT, CLS and BORDER all write 
to the bottom part of the screen. 
You have to replace INPUT with 
INKEY'$ showing characters in the 
top part of the screen, if need be. 
You can get the effect of CLS and 
BORDER by POKEing colour infor- 
mation — the values that ATTR 
would return — into display mem- 
ory, and using OUT 254, COLOUR 
to set the border colour. 
Addresses 23613 and 23614 tell 
the Spectrum how to tidy up'ifan 
error — such as BREAK occurs. 


* POKE 23613,4:POKE 23614,61 


maka the computer reset itself if 
BREAK is pressed. Unfortunately 
RUN, CLEAR, GO SUB and 

RETURN overwrita the POKEd val- 


e — 


Linderstanding your Spectrum 


contains an overview of the Z80 | 


instruction set, plus a sumn of 
the ROM routines and the way the 

: The book contains lots 
of examples, and interesting sec- 
tions on floating-point maths and 
ROM bugs. 


you need even more detail, The | 
Complete Spectrum ROM Disas- | 


sembiy contains a lime-by-line 
commentary on the entire ROM, 
The level of detail is very high, so 
the book is not easy reading. 

| suggest you get Understand- 
ing your Spectrum first, and then 
the Disassembly if you need more 
detail. The prices were £795 and 
[9.95 respectively when | got the 


books. You can order them from | 


any large bookshop or computer 
specialist. Id be interested to 


receive alternatives for review. 
Christopher Quinn asked for 
the address ofZ1.06, makers of the 
ectrum's Z80 processor. | called 


Zilog UK and was told that they will 


not deal with “the public”. The best | 


Spectrum-specific hardware book 
is Adrian Dickens' Spectrum 
Hardware Manual ( again, pub- 
lished by Melboume House). bio 
definitive heavyweight ro 
ming book is Rodney Zak: 
ramming the £80 raid but 
there's no shortage of others. 


JO] jo] qui, 


NEXT MONTH 


| Next month TECHTIPS willbe spilling the bears — perhaps Interalhy — on 


a trick that lets you repair a broken Quickshot joystick, armed onhy with a 
| sharp knife and a baked bean tin. Il uncover the mysteries of “Continu- 


ous' sound effects on the Spectrum 128, 


smooth out apikas 


in your Mains ele sctricity supply. 


ara explain PoW YOU Gan 
IMearwhie, keep 


those letters coming — I've got £20 worth : St software to give away for 
naat tips, so get your entries in! Wnte to me, via TECH TIPS, PO BOX 10, 


LUDLCAMY, SHROPSHIRE, 578 1DB. 
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JD DEATHCHASE 


The first ever CRASH SMASH (92%) went to 
MICROMEGA's superbly thrilling high speed 
game where you chase enemy bikers, tanks 
and helicopters as a tree-infested land- 
scape. Even by today's standards the 3D is 
excellent and makes the player feel he's really 
there, sitting astride the armed and powerful 
bike, hurtling around the ju Laço À tree 
trunks in pursuit of the fleeing enemy. À sim- 
ple idea, that makes an utterly compellina 
game, 
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VALHA 


The first ever animated graphical adventure 
game on the Spectrum predated CRASH by a 
bit, but it remained a firm chart favourite for 
almost a year. Set in the Nordic wastes of 
Teutonic mythology, there are several diffe- 
rent quests buried within the ever-changing 
landscapes. Commands are undertaken by 
the animated characters who Interact with 
each other logically. A bargain in the Classic 
2.89 range, since this first cost E15! 
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Once again my peace is shattered. 
There | was, resting quietly in the 
Broom Cupboard reading Smash 
Hits, well away from those Dbossy 
CRASH people when BOOM, 
BOOM, BOOM. Hefty fists start 
pounding the cupboard door and 
a pair of large hairy hands reach in 
and drag me kicking and scream- 
ing into Editorial. After I've been 
ordered to make copious age - 
tea, the CRASH team start to 
horribly and suggest | scutile o io 
a dark corner and write a competi- 
tion. Politely | decline, and politely 
they suggest a quick game of tar- 
ring and feathering. Sulking, | 
relent. 







MIRRORSOFT is on the verge of 
launching Dynamite Dan dl. In the 
game, Dan 5 up against fis arch 
enemy Dr Blitzen who is polsoning 
the minds of young people with 
subsonic recordings pressed onto 
pop singles. Dan sets out to save 
the world, and travels in his trusty 
alrship to the Islands of Arcanum, 
where Dr B has set up his HQ. Fran- 
tc platform action follows, as Dan 
leaps around looking for records 
and jukeboxes to play them on — 
a password has to be pieced 
together and a record pressing 
plant disabled if all the young 
people in the world are to De saved 
from Dr Blitzen's evil influence. 


Seeing as the game is all about 
records (and jukeboxes) MIAROR- 
soFT has donated a genuine Wur- 
litzer juke box as the top prize in 
this competition — it looks rather 
like the one ilustrated here, and 
comes with the Top Ten records 


already nestling in it. I'll also be 
set to Free Play so you won't have 
to kegp stuffing Ten Pee pieces in it 
to hear your favourite tunes. Five 
runners up are also set to collect 
the Top Ten chart records by way of 
consolation prizes. 

As this competition was written at 
such short notice (sulk) | decided 
to use my trusty music papers for 
inspiration. Below are a few ques- 
tions which, if answered cormectiy 
should put you in the running for 
the Wurlitzer Juke Box. 

Jot down the answers on the back 


“Five sets of the 
! Ten singles up for grabs! 





1DB. Om, SHPÕPS s 2Bth August, 
so get your Skates On... 


1) Who has been losing sleep 
because her papa preaches? 
2) What mind are furniture out of? 
3) What group has had a new 


beginning * | 

4) Who wants to be touched fand it 

shows)? Aa 

5) What recent END festival did 

The Cure, Housemartins, Simply 

Red and Half Man Half Biscuit 

appear at? 

6) Which computer character and 

friends are paranoio'? 

T) Who wants to go al the may (any 

answers regerdin gq Sam Fox willbe 
O 

8) From Ares song are these lyrics 

extracted: “Oh think |'ve seen the 

house folike to buy / so please say 

you'll mary me before | cry"? 

9) Who's “too good to be forgol- 

ten? 

10) lo pada is Gary Glitter's rea! 

name? 






















BRENDON takes a 
look at an old 
favourite this month, 
STARGLOBE, and 
allows a few readers' 
views to get a wider 
airing... 


Slarôlobe Is a 
dimen: al exploration 
The player is lhe anta of a Mon- 
| Gian ia under orders from 

ine Lord of Monde to explora the 
Si aralçhe ta globular cluster à! 


ars — MONDE being the 


ga me of three 


at tre nm — the radiu 


De is 50 ahty 


dire: 2) 

THE CHA ANT IS. A 
peaceful player who buys and selis 
shatever he can et Ins Har is cipa 
the PIRATE Sa belh erent charao- 
ter who takes asure in haras: 
ng the other plávers and plottirg 
| against the Lord O Monde; the 
| XEÉNOBIOLOGIST seeks out alien 
te and alien artefacis, the 
BOUNTY HUNTER is am evil 
"goody' ae à | est oys pirates for 

& EMPIRE BUIL VER 


lishes an empire of: ai am 


as Possi 

output to 

FS OM ri 

atargiobe 5 an. 
game which can acco 
about 100 players o! 
strengths and skills, 
E vast that vou can eas 
self away Tt YOU 


ir GLS 
Tha Ri arg) É otite 
ny hide 
Wash, wfuist 


e plo ia quilo ms 
irteraciorn |5 sl 


or whatever, IL is à very te 
game — | could go-.as far as to 
that it is more a s 
interstellar travel than a game! Ken 
8 and Carol Mulholland (mo 
| meekly claim responsibility for this 
game) have not only created a 
Fejat vis the ur Verse, th ey aa also 


ep tai Imp rês 
ar Sftiong 


THE TELEPATH 


Stargiobe is one Of my favourite 


| games, and it has built up quite a 


FODWINg among PFEMers 
ridwide, às à result oÍ this 
popularity | launched a Stargiobe 
fanzine in 1945 called THE TELE- 
PATH. THE TELEPATH (fondly 
Rn mn as ali contains REA ul art 


pe Fi ip ara Is Ha 
by TIME PATTERNS as E ertia 
part of the game! THE TELER ATH 
| bo LO pia ers al Cost pric e and 
5 CHstnbuteo Dy TIME PATTERNS — df 
You join the game, | recommend 
TT very mighty (no Bias here 
understand!) 


WO 


CONCLUSION 
StarGiobe (5 a very interesting and 
emthraling game — the onhy hemil 
tó what vou can do is vour imagi- 
nation. You have an orbital factory 
on Board vour starship with which 

build almost anything that 
ically p such as 
0 weapONS systems or 
seful in trading. Great fun 
is a game well worth trying, 
athough perhaps a touch aver- 
priced at £ 1.90 per turn, The GMs 
are generally treamoly and the 
software more or less reliabla 
bugs have been known to cause 
but since there is ovel 
pgram data, thisis hardly 

E.) 


E À mao E si ci 
lab Four 15 due to 
a 


goods 


wou jd ike am UNE 
posta te cheque postal CO 

TIME PATTERNS and they will place 
vou on the wailing stand get in 
touch during early September. The 
E? covers your startup and first 
printout. Have fun fo vou joino 
atargiobe diplomatic retationships 
carget pretty contus) ng. 

TIME PATTERNS: GY 
Road, Handswonh, 
B20 2PG 

(021 523 444 
Mulholland 


girm ing ham, " 


and Carol 


tb! Ken 








PBM FORUM 


Since the PBM MAILBOX began in June's CRASH | have received a 
number of reader's letters jand also a bit of junk mail). Any which 
way up, here is a small selection of the letters which have found their 
way through CRASH Toivers' post bag to my part of the world. 








FANATIC 


WRITES... 


Dear Brendon, 

| was delighted to see your article 
on the Play By Mail Games world 
in the June issue of CRASH. | very 
much hope that over the coming 
months your column will shed 





| much-needed light on a subject 


that |s to me (and probably many 
others) still something of a mys- 
tery. 
| quite enjoy playing Dungeons 
and Dragons type games and 
space trading games on my trusty 
Spectrum, but | am not a fanatic, 
My main hobby is football and | am 
quite fanatical about this. My two 
favourite games on the spectrum 
are Match Day and Football Man- 
ager. In his article, John Minson 
mentioned that there was one 
FBM game called Football League 
wihtch involved managing a foot- 
ball team. This interested me 
greatly but no address or details 
were given. Can you help? 

John Kelly, Islington, London 


Two adoresses of interest to fool- 
ball tanatics are: Football 
League, The Mailbox, PO Box 
3219, Bethlehem, PA 18017, USA 
po for rules and startup, 429.5 
for an entire game) and G 
Vitty, 8 Wayside  Mews, 
Maidenhead, Berks [SAE for 
details). There ara some amateur 


| PBM Football games: perhaps | 


someone could enlighten me 


BK 


|| further with a letter? 


STARGLOBERS 


UNITE 


Dear Brendon, 
| was interested to leam thai 
CRASH had decided to produce a 
PBM page, and I'm very glad that 
they did! PBMing lets your imagi- 
natton rum wild: you can do almost 
dr vou want. | enjoy the 
by very much and this means 
that | get very impatient waiting for 
my latest turn reports to be deli- 

vered! 

Pi present, myself and a friend 
play in StarGlobe Three. My star- 








ad ie Aa eia Soo eee zrisc sore is called Nemesis, his 

(ci 

[o raio 

ala tiae 7] Ê 
macas atado ei o mr 
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Part oEa via wacrsen printoutl gensrated by STARGLOBE, 


showing the situation in Space around you... 
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know which games you play in, 
and possibly the names you play 
under. 


Gregory Quinn, Portadown, Co 


Thanks for your comments and 
compliments: does anybody in 
Northern Ireland fancy organising 
a meet? As players of Starglobe 
Two will agree, my personal 
approach to the game differs 
| Somewhal from vour own 
FLOSS-212NAS imy 
| most certainly anti- MONDE! | also 
play in Vorcon Wars 57 and 
Rebirth. 


would like tó start our own PEM 
game; aboutten of us would like to 


subject of setting up a PBM game. 


| already availabis and gain a deep 


ay 


ph 





Bladerunner. | think that the best 
way to pla 
loyal to M 
likely to be destroyved by Bounty 
Hunters — although pirates are a 
permanent threat to all decent and 
loyval starcaptains! In England 
there are reguiar player 'meets' 
inhera players get together for a 
chat — BK) but here in Northem 
Ireland there is nothing like that. 
Could you suggest something to 
da ig this? 





MAFRA a 


starGiobe is to stay 
DE as vou are less 


Finally, | would be interested to 


Armagh 


hip) is 


BK 
DIY PBM 


Dear Brendon, 

Myself and several ot my friends 
read your new column in CRASH 
and we found |t.5o interesting lhat 
we decided to write to you to find 
out more. about PBMing. We 


take part and we were wondenng 
what we would need to get started. 

We would greatly appreciate il il 
vou would gre us some infarma- 
pla on how to set up our cun 


uia Souter, Clesthorpes 
Thus is one of many letters on lhe 


DlY' games are 6f à common 
breed which | will discuss in a later 
issue, but for now | think that you 
should play some of the games 


understanding ofthe hobby before 
launching your own game. The 
first thing you need to get stanteo, 
Graham, is some PBM expenrence! 


BK | 


Tri Ri le psriem  Uliimi Ê Tiga a] 
HESSE” Tha mid fi jah Sa Bm E leme Edo Mm ipod 
Be SR e A ao LO Na + nf comi 
PPOIHO JP Ma Peq as Loj, 4 Bisa LE o mMiE xa 
Ms ad Di Faia dry É this LM TH 2a 
HI BRR O, a Sai Em, E Taim ZA MH tidiria 
RR] Siro om, É Climas Th, Fo RÉ Da 
Rm Ti ET | + = 1 ME TS E 
di im E it LR E 
CT E ALTOS Raro TERES ju 
Men TROS RR Simia Em. F Ciicmes fia Timm names 
to ENG MAM fe Del bia ado ela [Er 
Mrs Dia O had ij pi RT 
tm; ey ho cum ar | iria Ego À Cipa dem] PLidiT mf sta 
MH alia Ma ley E imitimá DR O TE tr 
Elá do algo AIRE Maid Es, indios dio LER JB 
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Producer: Budgie 
Retail Price: E2.99 
Author: Ivan Horn, 
Andrew Deakin 


abyrinthion features a magic 
scroll, a labyrinth (well that's 
a shocker), a hero, several 
baddies and a scenario that runs 
as follows: 

Trapped within a dusty labyrinth 
vou, as the hero of this fair ta tale, 
must escape with your life by 
avoiding the far from gentle touch 
of the cave's inhabitants. Troublef- 
res travel within the subterranean 
passages is heavily restricted by 
doors that link the five sectors of 


| the maze and require four objects 





to be in your possession before 
access is allowed. À quartet of 
compasses, maps or water bottles 
acts as a key to the doors between 
sectors, 80 your first main task is 


| to hunt for these objects. 


Lots of roaming evil beings troll 
from cave to cave insearch of tasty 
morsels, and as far as they're con- 


| carmed you are a very tasty morsel 
indeed. The action is viewed from 


above, as in Wizara's Lair, to which 


| the game bears more than a pas- 


sing resemblance. Swarming bad- 


sapping energy all the while. 
energy-sapping activities can be 
curtalded with a good old 
fashioned blast with one of the two 
weapons supplied. 

Nine pieces of magic scroll must 


Producer: Mastertronic 
Retail Price: £2.95 
Author: Jeff Calder 


races. At the start you must 


| decide whether a state of the 


course, welghts of 
distances are to a 


Espeto and 
the cut- 


| come of each race. The number of 


horses running each season is 
also in your hands. Obviously the 
more horses you choose the har- 
der it will be to predict the winner. 
Each time the game is loaded the 
horses take on different 'per- 
sonalities”, so studying form is only 
relevant during a So season. 

To begin with, horses have no form 
cards to check against so you can 


| either run a few races blind or set 


the game to auto-run which builds 
up the form for you. Ônce you have 
gone through all the preliminaries, 
the game can be played for real. A 
menu screen with eight icons giv- 


up for the next race and the 
balance of your money — E200 18 
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dies constantiy home in on Ea | 
gir 


be neatly placed in your knapsack | 


port of Kings from Master- 
tronic simulates a day atthe | 


ing access to form cards, the line- 





| before they will obligingiy point in 
| the direction of the exit. 


CRITICISM 





O “ Graphically, this is Wizard's 
Lair, with the on of 
Pothola Pete, and the flickering 
characters found in the 
labyrinth. Playability-wise, it's 
totally different: Wizards Lair 
was great fun! The instructions 
are pretty but aren't 
immediately readable. | couldn't 
find enough to do to make it 
challenging, and therefore | got 
bored quickly General enjoy- 
ment, too, wanes after about ten 
minutes. The sound is well 
below par, and the tune on the 
intro screen is awful. Okay, okay, 
its really cheap, but Pc sinta mea 
Spellbound any day 


meNvico Quiel epenid Your Honey | 


elsewhere. " 
[6] 


“This game resembles 


| Wizard's Lair and looks almost the 


same but with different monsters 
and a aifferent man. Overall, | 


found the a fast and lots of fun 
to play graphics are well 
drayn and detailed, especially 


around the screen edges. Colour 
is well used and the sound is good 
and clear, with firing and getting 
killod noises. As more and more 
cheapo games come on the mar- 
ket, this is one of the better ones 
— [id recommend it. " 


in the bank to begin with. 


race information icon 


| accesses the line-up for the first 


race of the day complete with 
odds, distance and the going. 
Once à likely sounding nag has 
been selected, vou can check its 


form card where all the usual infor- | 


mation is logged. Then it's time to 
place a bet — on the nose, each 
way, straight forecast or a reversed 
are all allowed. 
The screen shows a race course 
with the horses lined up at one end 
and a commentator in a box in the 
ight hand comerk you have a 
Currah speech unit you can also 
listen to the commentary. During 
the race the screen scrolls from 
right to left and furlong markers 
show how much of the course is 
left to run. When the finish line has 
been crossed, tha resulis are dis- 
played. and its back to the 
bookies to claim your winnings a 
tear up your betting siip in di 
The bookie is a mean-look! no 
character with a cigar firmly 
clenched between his teeth — if 
vou've lost he grins malevolentiy, 


| effects and a very 


A range of nasties gathar round as you hunt for the pieces of 
the magic scroll that reveais the exit to LABFRINTHION 


O “After a spate of Atic Atac-ish 
type games before last Christmas 
the craze started to die down, but 


Of course there is always the | 


budget market. Budgie have pub- 
lished a relatively good product 
but it suffers from very bad colli- 
sion detection. The colour is well 
used with lots around the outside 
and all moving characters of the 
same colour. |Heltthat the play area 
should have been increased in size 
by quite a bit as it only occupies 
about one third of the screen. The 
sound is very basic, just a few spot 
biand tune to 

n with, | didn't much like the 
ea of the lives being eaten away 
with no gauge or indication of los- 


ing the lives. | don't think this will 
appeal to all of the adventure 
freaks but it is very simple and'the 
price sults it rigit. 





siso keys: K up, M down, Z 


E le L fire, P pick up, V 
ahieiá select, F change weapon, 


à pause 


| Joystick: none 





Keyboard play: no problems 
Use of colour: bright and cheertul 
Graphics: a bit flickery 

Sound: minimal — just a few 
effects really 

Skill levels: one 

Screens: 256 

General rating: Not a bad game 
for the money 








FParses in 
SESC. 


HA HA! Tha bookia laughs as Cameron losos some money. Cam 
onty got up to £5,080 REPRRNRAS tro gama avary ima ho ht 





a losing sireak! 


but if you've won he looks very 
dangerous indeed, 





* CRITICISM 


O “ This is quite a reasonable 


game — good value for 22,95. 


Um not so sure about the BASIC 


in à though, because machine 
code could have got around the 
annoving and tectos 'please 
wait, I'm calculati pause 
which comes up a each 
game. Up to five e to 
and the more people involved 
the more fun it is because the 
atmosphere is far better in a 
group. For the price, there's not 


much wrong with it. Not bad, but | 












e. 

= E E d 
da no 

us , sei o de HE 


a ah | 
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Cllppity clop, the horses cross the winning ne in SPOAT or KINGS | 


Pd rather MAD kept to the sort of 
quality sesn in other releases 
like Spellbound and knight 
Tyme, ” 


O * Most betting games are total 
trash, but Mastertronics usually 
come up with the goods. !'m afraid 
the game is a waste of time. This 
game is like one of the first budget 
games, in that it's slow to react to 
responses and contains very basic 
fliteralhy) graphics died 
could have been e Mr 
ih in it is let down E arnipiica 
IG calculations. | would sus- 
pect that Sport of the Kings could 
possibly be a fun if you loaded it up 
during a party and evervona had 
to use real money but I'm atraid 


that's the only case whenanappal- | Ski 


ling game like this could come in 
uselul. 


O * Horse racing isn't really 
cup of tea, but after persevering 


as 
for a while | began to enjoy placing | 


my nua o Bh e race, 
although the fun is limited, lacing 
bets, reading form cards and so 
on is very easily done with the 
icon/cursor set-up, so there isn't 
any brain ache remembering what 
key does what or how to get 
through the various menus. The 

graphics used vary from good on 


PODDER 








Producer: Central Solutions [HR 


Retail Price: £0,99 
Author: GA Holmes 


quipped with a futuristic 
tank, your task is to escape 
rom a maze which is inha- 
bited all manner of nastios. 
Their job is to guard the various 
pieces of the Pod Monitor which 
you need to complete your mis- 
son. | 
Scattered around the maze are 
various useful objects which must 
be collected, The most important 
are the pieces of the Pod Monitor. 
Ônce all these have been stored in 
rd tank, the Pod Monitor assem- 
les itself and all you have to do is 
get your tank back out ofthe maze. 
Although you are traveling 
| around in a super-tank, you are by 
| nomeans invincible. The nasties in 
the game present themselves as 
dando similar tO the one you are 
driving, or as long-legged spider- 


like creatures. These move around | pargudi for each object that is 


reger ema por 





picked up in the maze. To the side 
of this, the number of mines and 
bullets in stock is shown. H is 


avo beta ovenaimas by te 

co dora o ii a 

| “nha rod ip commander 
are you? 


CRITICISM À 


the main icon page to awtul during 
the races. The sound effects are 
minimal; onhy the odd spot eMect 
here and there. This might well 








messi to seringa faro but | can't | ' gem 
really see myself playing itfor too | quite highly as there are lots of 
long. ” spot effects in it and a couple of 
COMMENTS E ri 
a couple of years ago but 
Control kays: cursor kejs and O doesn't look too good com- 
for fire pared with todays new 
Joystick: Kempston, Cursor, Inter- | releases. But then, for the price, 
face 2 fair enough! " 
Usa ereta simplistio odder is pour average 
Graphics: nothing remarkable, o The are 
simple animation highly detailed but small The 
Sound: clippity ciop! sound on the opening screen is 
H levels: one very beepy but the tune |s much 
Screens: main screen, animated more than [ve come to expect 
sequence and form data from budget games. | found the 
General rating: Notas polished | game very easy to get into but | 
as it could be, reasonable fun didn't feel that the instructions 
though went into depth. The 


whole presentation of the game 
was mei UD O MASTERTRONIO lavel, 
tê id ep E 
give CENTRAL SOLUTIONS for 

previous efforts, pólergraien ni 


o 





Ei del 


ss rp 


e a 





pa AE oe 
Sir o, a 


ds 


RE “me 


A rtstor to! eia | tr Fi a. a E - . 


E 
E [Ea 


hai as 


E a dale Ea, 


two livres loft as meil. 


tha screen at random and contact 
with them loses one of your five 


lives. |f your tank remains 
immobile for too long, a mine is 
activated nearby. Fortunately, the 
tank is equipped with bullets and 
mines, and extra ammunition can 
be picked up 
Penis bottom 
ore chart records the poinis 


CE dad Ee 


Br im LR 
EMA ES 


that they accept more games like 
this one. * 


O  Compared with other 

cs are marketing at the moment, 

Podder is much better Hori e 

rest. The tune at the 

quite merry, although at irtoding 
after a while, 's easy to pisa Soo 

very little brain 
pesei Mr started. At the very 
8a harmiess sort of game 

which will provide the player with a 

few hours of innocuous enjoyment 

before the novelty wmears off. 


"COMMENTS À 





Control : Z left, X right, O up, 
K down, pcs n 
Joystick: Kempston, Interface 2, 

Cursor 

Keyboard play: quite responsive 


Use of colour: effective and 


attractive 
Graphics: simple but effective 
Sound: nice litte ditty at the di 
sia and is cute spot efl 


Sit lavels: one 
Screens: mazes which get more 
detalled as the game progresses 


' General rating: Quite respecta- 


ble, especially at the price 





Camaro tank gets some serious hassls from a long-logged 
spider. WII he bo able to cross the river without getting 


EO AE 


| NEGH... 9254 mm 


RGE Gi 


Esok, match out for those marauding tank! You've oniy got 
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front of poui 


Retail Price: £0.99 
Author: Zafarullah Karim 


hose aliens aro at it again! 
Why car't they leave civilisa- 
5 tion alone? In this game, an 


Intrepid spaceman has tô prevent 
| four cities from being obliterated 
by alien attacks. Singla-handedly, 
“he has to zip around and destroy 
the enemy's bombs before they 






nasties can be zapped is with a 
quick Durst of laser fire. However, 
Ff your reactions are a bit slow, 
there is am explosion and the 
spaceman's atoms are spread 
avenly Over a small area of space. 
Those multi-coloured aliens move 
at quite a pace! 

Fortunately, the spaceman has 
“five lives to play with, one of which 
is lost every time he gets too inti- 
mate with an alien craft. The game 


been lost or the four cities have 
been destroyed, 


BR CRITICISM 


6 “ The graphics offer nothing 
vaguely interesting or new, just 








Producer: Central 
Solutions 

Retail Price: £0,99 

' Author: G.A Holmes 


his arcade game follows the 
explorations of a fearless Iit- 
le chappy towards a mys- 
terious volcano, He must use his 
skill and judgement to navigate his 
way around the screens, picking 
up the coloured music notes as he 
goes. Each different screen must 
| be cleared of notes before he can 
progress to the next one, 
The caped hero stomps around 
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Producer: Central Solutions 


reach the ground, The onhy way the | 


[a few characters flickering 


is over when all these lives have 


0D0OiTO 
MEN 
ro) 


EQMES 


4 nagty allen bites the dust, but wetch out for that critter in 


around the screen. The sound is 
on a par with the graphics — a 
few spot effects here and there, 
but ride Midge Even for 
vn o E are this is a bad 


O “The graphics are pretty awful, | 


with some bad animation and 
grotty sound. Even for its cheapo 


price, the game is still pretty bad, 


as it's not very addictive. | woulor't 
fork out for itand | wouldn't recom- 
mend you to, either “ 


ATRICK OF THE TALE 











| 00“ As usual, CENTRAL SOLUTIONS 


are assuming that ninety-nine per 


cent of the people who buy this | 


e ars going to be psychic. 

ere are no instructions with the 
game and only becomes obvious 
what you have to do after several 
atempts at thrashing around 


| | unsuccessfully and getting kileda | 
1 | lot. Tha game is also so fast-mov- 
| nao you need impossibhy fast 
re 
Tha 


xes in order to get anywhere. 
whole game seemed to be a 
case of whaaaaat hit me? " 


BR commENTS | 


| tombstone. 


Control keys: O up, W down, O 


| left, P right, SPACE fire 


Joystick: Rempston, Protek or 

AGF, Interface 2 

Keyboard play: responsive 

Use of colour: basic 

Graphics: poor animation 

Sound: the odd beep and tinkle 

Skill lavels: one 

Screens: one 

sto rating: virtually unplay- 
les 


| Use of computer 
Graphic 


g 
Playability 








Wintoh out for that blaring cross because i'll do pou a mischief. 
| ffyou fail on those tomb stones pon lnow all about Ri too! 





| must leap from 


| reasonable 
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E 


PF THE TALE 


the bottom of the screens, leaping 
into the air when necessary. In 
order to collect some objects, he 
platform to plat- 
form — not that straightorwardas | 
some of the levels move to and fro. | 
Accurate timing is essential if our 
hero is not to tumble to his death. 

One of his nine lives is lost each 
time the hero encounters a blazing 
cross or stumbles over a 
He has unlimited 
energy, but must avoid the nasties 
to stay alive. 


CRITICISM | 





6“ Gosh! Another Manic Min 


clone! The graphics are pretty 
much the standard issue for 
budget games — a couple of 
nice characters, little flicker and 
lots of colour clash. Sound is 
minimal with only a few spot 
effects. Not exa an original 
piece of software this but for its 
price one can't really grumble. 


O “Ths whole look of this game 
gives you a sense of very si) 

Programming. The colour is well 
used and everything fits into its 
own littig ULO.G. space pertectiy. 


| you look at À Trick Of The Tale as a 


sixty pence blank tape and a forty 
Pence game, then you cantgo fer | 
nrong! dá 


O * The graphics are less than 
and the sound is 
limited to the occasional blesps 
and burps. To begin with, this looks 
as Nf it could prove addictive, but 
after a few goes it's very frustrat- 
ing. Even atninety-nine pence, this 


| 8 not a game | would recom- 





COMMENTS |. 


Control keys: P start/pause, 
SPACE jump, O left, W right 
Joystick: no 

Keyboard play: not bad, consider- 
ing it's the only option you've 
Use of colour: quite a bit ot colour 
clash 

Graphics: less than reasonabla 
Sound: the occasional blesp 

Skill lavels: one 

Screens: fiftogn 

General rating: An outdated plat- | 
form game at a silly price 
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STAND ALONE COMPUTER GAME 
AVAILABLE ON CASSETTE 
FROM BEYOND 


PLAY-BY-MAIL 
ONE CONTEST 
A THOUSAND GAMES 


To play DARK SCEPTRE by mail, just fill in this 
coupon and post il to Maelstrom Games Ltd., 42 
Wellington Road, Wallasey, Merseyside, L45 2NG. 
Please make cheque payable to Maelstrom 
| | ' | Games Ltd. 
| Please send me one DARK SCEPTRE Play-By-Mail Package. 
| | lenclose a cheque/postal order for £ 14.95. 
| |Please debitmy Access/Visa Account No... torçiags 
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COMMENTS | 





Beyond the Best of the Rest 


4 CLASSIC GAMES FOR THE PRICE OF ONE! | 
YOUR SPECTRUM WON'T 
BELIEVE IT'S LUCK 


Pas BEST OF BEYOND IS AVAILABLE NOW FROM ALL GOOD SOFTWARE | 
BE Ê Je Ego DEALERS. IN CASE OF DIFFICULTY PLEASE WRITE TO SPECTRUM 48K 
VILILE = BEYOND SOFTWARE FIRST FLOOR 64-76 NEW OXFORD ST £9o-95 
LONDON WCITA 1EU 






























Retail Price: £9.99 
Author: David Shea. 


Hijacking fas | become 
ubiquitous and no-one is 
safe — now an unknown group 
has hijacked a vehicie and they're 
' making demands. As Head of the 
Hijack Division, it's your job to 
track them down and negotiate, 
using whatever financial, political 
| or military power you can muster. 
And alithis within a time limit! 

The game set within the Penta- 
gon and there are a number of 
characters who can either help or 
hinder, depending on how you 
handie them. Most important of all 
“is the President — he's the only 
one who can give you the boot. On 
the other hand, he might negotiate 
with the hijackers on your Dehalf 
ithereby extending the deadline) or 
even allow you to use his helicop- 
ter. 

More information can be 
obtained from the FBI Agent, who 
can be made to question 
employees, at the risk of losing 
their loyalty. Intelligence work is 
carried out by the CIA Agent who 
provides reports of varying detail 
on the hijackers. Military and Polit- 

























| scene of the hi to help the 
Polítical and Military Assistants, 
who are the real workers. They 
have the power to cal upon dip- 
lomats to negotiate, or summon 
up troops to frighten the bad quys 
into surrender. Extra cash which 
might be necessary can be raised 
through the Finance Officer. Last 
but not least is the President's 
Secretary — she is really only 
accountable to the President, but 
you can order her to find an 
employees for you, 

kt is important that public sup- 
port is maintained, and the ser- 





Producer: Electric Dreams 


ical Advisers may be sent to the | 


Tha Receptlon looks pretty ecrowded, is thatapicture ofJRon 
the mall? Surely he's not been Hijacking people? 


his is the age ofthe terrorist. | = 


vices of the Publicity Officer are 
vital: good Press keeps the Presi- 
dent happy. Remember, at any 
time he can send you a friendly Iit- 
tle missive which goes so ing 
like “You're geting on my nerves 
— you're fired" 
You travel up and down the 
ment building in the lift 
wiuch links offices, and access 
options via a menu and icon sys- 
tem. Information, such as news 
headlines and top secret docu- 
ments, can also “da called up. 
The faces of ali the characters in 


the game are displayed along the | 


top of the screen, and light up 
whenever you are in the same 
room asone or more ofthe charac- 


ters. A clock slowly counts down | 


to that dreaded deadline. Just 
below, is the lift sign with arrows 

in both directions which 
light up to indicates that a lift is 


| available. At the bottom left of 


screen, various items are dis- 
played which you can pick up, 
examine or use on your way 





LAST 


LUFDATED 


o Fou get to have a quick peek inside an FBI security le. What 
anexperienced and loyal person this A Harris is. Worth getting 


to know... 














through an office, and the inven- 


tory is displayed to the right. A | 


graphical readout disp your 

military, political and financial 

str h, which gradually 

diminishes as time goes on, unless 
support is won. 

“Ones you feel confident enough 
to confront the hijackers, the Pres- 
ident has to be found and a code 
word requested that gives access 
to the helicopter — certain items in 
the inventory may prove crucial in 
your negotiations. 

Success depends on how 
quickly you can co-ordinate 
people and assimilate information. 
One thing, however, is certain. H 
you fail, expect the worst: an inde- 
finte holiday in some remote 
Himalavan embassy perhaps? 
Happy mantras! 
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O “Hijack is a very entertaining 
game. Although it sopro 
den op god | 


| everyth 
“find yourself totally intrigued. - 
| clash is minimal. The 


should) the game is still good fun. 
A a phics for the most part | 

rent particulary amazing, bul 
eb nd o 
be a lot worse. The lift system is à 
bit ofa pain and doesn't always go 
where vou want itto, but persever- 
ance usually succesds. Even mith 
its few downlailis, | can see myself 
wanting to play Hijack for a long 
time to come. Hijack is notas good 
as Spindizzy, but is an admirable 
attempt at a different son of 
game. 


O “This game is very boring to 
begin with, butonce you start hav- 
ing some success with the various 
features it gets quite addictive. Ini- 
tially, YOU can spend a great deal 
Of time just going up and down the 
lifts not getting anywhere. Then 
ing seems to click and 


graphics are good and the colour 
messages 


you receive from the various 
characters can be quite humor- | 
ous, especially when you ask the 
President if you can use the 
helicopter. On the whole, | liked 
this game a great deal becauseit's 
one you can go back to again and 
again. 


COMMENTS |. 


Control keys: :definable 
Joystick: Kempston, Cursor, 
Interface ||, Fuller 

Keyboard play: very good 

Use of colour: lots of variety 
Graphics: nice detailed graphics 
Sound: realistic spot effects 
Skill levels: one 

Screens: large office complex 
General rating: A very original and 
compulsive game 
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E] Xipa Totec reigned over 
= the Sinu people in South 
America, bringing them know- 
ladge and prosperity. However, he 
was à barbaric master, striking a 
cruel bargain with his worship- 
pers. In return for his superior 
knomwle he demanded ... 
cr cin soldiars 
Slaughtered some of tk people of 
Siny so the god could replenish his 
life source. Such was the power of 
api Tótec that the people of Sinu 
“Still believe in his presence. Many 
insist that he slumbers within his 
tomb, waiting for a sacrifice that 
will swaken him so his reign can 


continue. | 
Death and mystery surroundthe 
tomb of Xipe Totec — no one-has 


| Ehousands of years ago the 
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ever returned from its clutches, 
Unperturbed by these stories, 
explorer Sir Perictes Pemberton- 
omythe set out from England to 
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othing has 
se din from ao since, 

istraught with worry his daughter 
Daphne decídes to investigate. 
With her fiance, Professor Kite, 
Légiess' O'Donneil, a crunken 
Frozbis the dog, Daphne travels to 
Sinu. The game begins with the 
rescue party at the entrance of 
Xipe Totec's tomb. 

*ipe Totec is well protected. 


Headless quardians patrol the 


warren-like tomb, and unpleasant 


Scorpions scurry around. lf one ot 


the exploration party gets too 
close, these mobile nasties give 
chase. Floating skulis terrorise the 
team and try to stop them entering 
certain areas of the tomb. 
Mechanical men and other 
hideous creatures await those who 
penetrats deep into the tomb. 

with à nasty saps a 
character's energy and aventually 
leads to death, but all Is not lost 
reincarnating fluid, once found, 
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can be used to restore life. 
"The characters in the game have 
different personalíties: O'Donnell 
is a tenacious fellow, and the 
strongest member of the quartet:; 
Daphne is good at finding things, 
is a source of support when 
things are looking: tough; the 
Professor can apply his superior 
inteliect to find ways of using 
objects found in the tomb, while 
Frozbie enjoys nothing more than 
a 9o0d scrabble in the dirt — and 
often unearths useful items. 
Pyracurse is controlled in much 
the same way as Avalon. Using the 
fire button, menus can be flipped 
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through until you find the action 
you require. One character is 
controlled at a time, and he or she 
car either go solo or lead the other 
members of the party If the main 
character is in Lead Mode, the 
others follow ina rather shambolic 
fashion, Each member of the party 
may carry up to three objects — 
objects cam be picked up by 
moving onto them, although some 
artetacts can only be picked up by 
the appropriate character A cursor 
control system allows objects to 
be used: once an object has been 
put on the screen it can be moved 
around, 

The actionis viewed in isometric 
SD trrough a window on the 
screen, in such a way that you can 
ses over walls into inaccessible 
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areas while other locations are 
hi 1 from view, Full hidden 
object removal adds to the realism 
and the screen sorolls In all 
directions, with the character 
under he players control 
remaining roughhy in the middle of 
tha playing area. 

Daphne must find her father — 
she will be over) the is alive: 
or very rich if he is dead, for she. 
stands to inherit a considerable 
fortuna. Are you ready to lead an 
archeological rescue mission? 
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New, from the author of Fighter Pilot... a stunningly realistic helicopter 
simulation that puts you in command of an Apache Advanced Attack 
helicopter. You will learn to take off, to land, to manoeuvre and 

locate and destroy enemy tanks using Hellfire anti-tank missiles. 

You will experience authentic battlefield conditions as you en- 
deavour to carry out your mission and return safely to base. 


SPECTRUM Please Em m Acosta Visa card no. 
Tomehawk  48K [1 £995 Cheques payábie to Digital Integration Lid E 

NightGunner 48K LI £695 [endossa chequeiP O. for 

Fighter Pilol  4BK L] €7.95 Pari | Expiry date 


COMMODORE 
Speed King ir [)e1295 Address a: mm da jon DIGITAL 


Speed King Casseto  L] 9.95 


Fighter Pilot Disk E] et4.95 E-E hrs a Export INTEGRATION 


Fighter PlolCassete  L] €9.95 Lifetime Guarantes. Vatchmoor Trade Centre, 
AMSTRAD CPC 464, 664, 6128 ipfia s  iiio jt  micpumia : Watchmoor Road, 


Fighter Pilot [] £8.95 EA - Camberley, Surrey 
Fighter Pilot Disk Deigos  VATandp &p. inclusive wilhin UK (Overseas inc. 55p. per cassette) GU15 344 
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Please note: some software reviewed may not be available until its release 
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it's been a hectic month all round, 
what with completely overhauling 
my bieycle and cleaning the 
Sebilg in readiness for new pro- 
For further details on the 
tina developments that have 
| been taking place, A A 
News pages — | might even be 
able to invite you to a party! 
There's no spare space to witter 
“onhere, so on with a look at the up 
and coming games. 's still a case 
of "wait some more' for quite a few 
games that have become house 
hold names before getting any- 
where near the if street, but 
there will probably be a flurry of 
releases at the PCW Show next 
month. 'mnot sure! can cope with 
the crowds that such events 
attract, but might steel myself and 
turn up on one of the three trade 
days to find out what's happening 
for your benefit. 
| a more positive note, Gremiin 
Graphics are romping ahead with 
the games they have in progress, 
andit looks as f Trailblazer is likely 
to ba the firstout ofthe bag. That's 
the game | mentioned last month 
with the scrolling chequered road- 
way and bouncing ball that Girlie 
Penn from ZZAP! was so impre- 
| ssed with when he stumped ofíto 
Sheffield with the Doc Martened 
"one. No screenshots available yet, 
but next month, who knows? 
David Martin from MARTECH 
made the epic joumey from 
Pevensey Bay up to Ludlow the 
other day to show us ataster ofthe 
latest MARTECH project — not 
WAR, which is still a lítile young for 
previewing, but a judo game by the 
name of Uchi Mata is also under- 
way. David hopes to have the 
finished in time for the POW 
w and may well have a live judo 
demonstration running on the MAR- 
TECH stand — worth checking out 
ifyou are a beat em up fan. 
us GOLD have secured the rights 
eo a Sra of arcade Edge á 





and seem to be doing quite 


| including | Gauntlei, 





“their 
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E * AStaffertakos speskat 


Express 
Raider and Breakthru — no other 
news at the moment, but the 
CRASH/ZZAP! double act of Kidd 
and Penn have booked a trip down 
to London and should be able to 
bring full details in glorious colour 
back with them in time for next 
issue. During August, eia par 
to release Silent Service, De 
Fox, The Sci Fi Trading Co and 
excellent Commodore 
going game, Leaderboard, but 
arcade conversions aré aimed 





“at the Christmas market it seems. 


The programming team at 
PALACE SOFTWARE |5 Not resting om 
its Cauldron | laureis — the final 
touches are currentiy put to 
The Sacred Armour of Antirad. 


| The mini-comicbook that intro- 


duces the game has already been 
printed. À 
around the o ce and voted “vel 
smart” by the comic afficianados. 
News on the game as it becomes 
avallabla ... 

The cr. crew have just sent us 
copies of Dekorating Bluesand 
Summer Santa, two [1.99 
releases due out under their ALPHA- 


SUNMERTIME SANTA goes 
gran id 
presents without 
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has been passed | 
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omeca label, Both games invoive 
scampering around large build- 
ings, in the case of Dekorating 

es painting the outside while 


| coping. with a rival painting con- 


tractors attempts to ruin your 
work — there are some rather nifty 
speech effects at the start of the 

me to keep you entertained, In 
ar Santa the aim of the 
game is to deliver presents to all 
the members of a family without 
waking them up — which involves 
lots of to-ing and fro-ing as each 
present has to be collected from 


- your ae na separate trip. 


Still no further news on Ice Tem 
pie trom sussLe sus, but with luck, 
we should be able to take a pesk 
at Moonlight Madness in time for 


' next issue. No promises, though 


“Mark Strachan from DOMARK is 
another fellow who made the trip 
up ta CRASH Towers recently — 
he brought the Commodore ver- 
sion of Trivial Pursuits with him, 
and promised that the official 
Spectrum version of the mega- 
popular board game would De a 
faithful copy of what we saw on 
Commodore 64 screen. The game 
involves no text input at all — very 
good idea — and is a faithful copy 
of the boardgame when it comes 
to gameplay. There's a neat little 
Master of Ceremonies character 
who stumps around the streen 
organising play, and the questions 
involve sound, music and graphics 








pie cer pd Tr 





MERMAID 
MADNESS 


Myribo the amorous mermaid is in love! Tha object 
of her passion is Gormiess Gordon, not yer most 
inteligent of divers. St beggars, or even fal mer- 
maidis, can'tbe choosers. And so begins the wet 
eps in this, the latest game from ELECTRO 


verdes tar Gormiess 


| Gordon plunges into he murky depth and is lost 
-R PUNIR in a desperate attempt 











Following the long running success of Football 
Manager, ADINETIVE have come up with Head 
Coach, an American Football simulation, Às the 
person im change, it's your job to take a team to 
the very pinnacle of success which, intransatian- 
Ho terms, means winning the prestigious Super- 
Dow! 
To achieve this, your team must win a sulficient 
number of games dunng the twelve Week season 
“to qualify tor the play-off section. If you gel 
through that, and then the first round and “conter- 
ence' championship which follows, pour team 
as made ir ira, playing for the Superbowil 


Invtaly, vou choose a tem from the iwenty four 
avaliabie. Teams are split into six divissons, each 
division four teams. Each of the Ehres 
teams in your division has to be met on the feio 
twice — if you're a novice or 'rooloe' the play is 
less demanting thai al veleran fevel, here the 
skill of tha opposition is greater. 

Betora the game, the first task isto pick the mem- 


MANGRAMMVERELY 





as well as text. We should have a 
bit of interesting news for you 
about a special question tape next 
month as well as details ofan inter- 
magazine competition for a solid 
caca set, so keep your eyes 


Finally, how could | avoid men- 
tioning a few more details of 
DunELL'S list of forthcoming 
releases, now l've been sent the | 
press release in quintuplet! Mike 
Richardson's next game is to be 
called Thanatos and is an arcade 
action number in which you get to 
play the role of an evil dragon who 

s around duffing everyone up. 
inds tun. 

Chain Reaction, like Thanatos Is 
scheduled for a September 
release and is a 3D arcade adven- 
ture in which you have to penetrate 
a power station, kill off a bunch of 
terrorists and deactivate a time 
bomb. EP je pense 
comrade . 

Later in the vear, Saboteur Il 


| should arrive with Killer DOS, a 


| ingrid 


game in which you take on the role 
of a debugging program, sent 


| downline into a computer system 


to dealwith a Killer Disc Operating 
System that threatens the | 

of the computer instaltation. 
November should see Sigma 
Seven in the shops — a seven- 
level arcade adventure/shoot em 
up, while Deep Strike, the follow 
up to Combat Lynx is expected in 
time for Christmas. 
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| to find him before his air-Doitie runs out, Being a 
 biofanalkie, Myrie sustains herself by partaiing 


ta tout or WO — part of the cargo from the 
impaled on the rocks bensath the 
e a do Decisao 
the way, which can take to her unforhunate lower, 
who is tostin lhe underwalar maze. 
Myrtie must also be careful to avoid the nibbily 
nasbes that patrol the waters. Should they get | 


| their pincers into her nether regions than allis Josi, 


and poor Gordon is doomed to dia! 

Still, at lgast she knows-when she's gefting neer 
jo her prize because her heart, displayed at the 
top of the screen, beats faster and faster. But 
she doesn't reach him in time, et least she's had a 
ORM AEENEA 
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AMERICAN FOOTBALL MANAGER 


bars of your team, ss. ond doi 
the squad and the respectiva strengths of your | 
team and the opposition. On fhe-day ol the game | 
he condition of the pitch and the direction and 


strength of the wind also have to be considera, 


The match is displayed onscreen with animated 
graphecs, anda bar whichextends to indicate the 
amount of time that has elapsed, During the 
match, you direct play from the sideines choos- 
ing one. oi the moves indicated at the bottom of 
the scresn. Atthe end oÉ a match'the final scores 
inte other matches are fashed on screen with 
the league tables. À news fem is algo shown 
detailing any relevant information: mjunes, retre- | 
ments, new training methods ared so on, Át the 
endof'lhe season you can review your squad, get 
weak players and buying new ones 
from the Craft, 
Oniy three teams have ever won the Superbowl 
thres times in a row — could you concha leam o 
the Hat Trick? 
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PIPELINE... 
IE s action stations at Chateau HEWSON — they're certainly not es ting F t 
Pyracurse and ron laurels. ... Ass 
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ES dci 
F IRELORD goes into à building an ieo driver 
Steve Crow, author of Wizard's | 
Lalr and Starquake is currently 
slaving away over a hot Spectrum 
keyboard, putting the final touches 
to his latest game, Firelord, due 
for release by HEWSON at the end 
of October. The gar 
mediaeval setting and vo 
Sir Gala 












5 dl 
subgame has to be played, 
owner of the edifice and 
Galaheart can barter for ih 
possess — should the dah 
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the role of 


in k n + E, is TO cdi 
tent o RAE, o ' 









whether ghos or imagi- 
nary, for instance, and act accord- 
ingly. 
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“and Overlord on the 
ming Firelord as he 
Ecessinthe social strata, 
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CITY SLICKER 


Meanwhile, in the fair city of Lin- 
coln, Steve Marsden and David 
Cooke — the fellows behind Tech- 
niclan Ted and Costa Ca are 


finish work on their new 

































villain Abriu €. 

mbled a p 

ihreatens to detonate: the 
callous murder of innocent people 
will be the outcome. A bomb dis. 
posal device has been dismantied 
and seattered through the city 
streets — if's up to you as a Counter 
Insurgency Agent to scamper round 
town, collecting up the parts so that 
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the equipment may be assembled 
and used to foil the dastardly plot. 

The map of the game is based on 
the real map of London — albeit a 
slightly cut down version. There's 
no way hundredsofsquare miles of 
city Pre ea de Rap ed into the 

















elcitizens, from policemen io yob- 
boes and members of the Royal 
imity. Some of the characters in 





emp me are helpful, others major 
rance so care has to be tam 
a dealing with'the general pub- 
IC. 

Hopping on and off public trans- 
port — CIA agents don't qualify for 
Company cars — you have to 
scamper round the locations of Lon- 
don in search of the components 
needed to foil the evil plot. 
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the game Mika Singleton Cur- 
dardo pi 
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the is to stop the Dark 
Sespire falling into the hands of . 


tha nefarious Shadow Lords. In 
one of the scenarios that Mike sent 
us, two Thanes — Thanes are lead- 
ars of the warrior bands — are 
Seen in combat in one of the throne 
rooms. As the screenshot reveals, 
the characters are huge — the ani- 
mation and sound are excellent, 
with real “clash of steel” noises 
beeper on the office Spectrum. 

In the que you have to recruit 
a team of characters who embark 
on a quest for the Dark Sceptre. 
Eight different type of character 
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are available, each with a specific 
set of qualíties and capablilities 
and selecting a team isa vital com- 
ponent of successful play. 

Two versions of the game are 


being ed aoea a stand- A 
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for a player to see what 
sned in the game since 
his last tum, while Simulation 
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e fini o tha game. 
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stage O ng igsaw 
together: There are about four to 


tvo PS Ma pt and in 
game, many more. 

Bits have added, and there is 
a four channel sound routine, 
which “isn't bad for the Spec- 
trum,” said Mike, Expect to see 
the stand-alone game in the shops 
ice “«« We Should be bringing 
| some interesti ' news about 
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A veritable mast computer has 
thrown à nobbi Sta io 


— ts aboutio blow o SDaRe, ina 
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ooming round the hundred- 
odd screens that make up the play- 
ing area in Tujad, you have to find 
Fifty sections of & gr oe board 
assembly o ar 
used to did the pe em Pro 


EB.95, Espana e the 
shops during September. 





ADDOS NEW CHALLENGE TO THE MAGICAL ARCADE ADVENTURE! 


ON Lhe Quest to rescue the fair Princess from the 
clutches of an evil Dragon. You control the action of our 
daring adventurer finding his way through the castle of 
the dark wizard who has enchanted it with treacherous 
monsters and obstacles. 
in the mysterious caverns below the castle your odyssey 
continues against the awesome forces that oppose 
your efforts to reach the Dragons Lair. 


> Lead on adventurer, your quest awaits. 


AVAILABLE NOW ON 
Commodore 64/1128 ——— 9,95 
AVAILABLE SOON FOR: 


Ng Software Projects Ltd. 
spectrum +8/128 E 49.95 Bearbrand Complex, Allertom Road, 


Amstrad Tape — &9.95 cad SE cd Fis e 
464/664/6128 Disc ARREDORES rt 
a oa a Felex: 627520 
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AVAILABLE FROM ALL GOOD COMPUTER RETAIL OUTLETS 





“More Arcade Classics 
from the Arcade Masters 
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Spectrum (Cass) £7 95 


Amstrad (Cass) | 
Amstrad (Disc) Pro Est 
Commodore 64 (Cass) £9 e 
Commodore 64 (Disc) £14.95 
Commodore C16 (Cass) £7.95 





e worlds foremost 
coin-op manufacturer, comes the 
worlds foremost arcade pd 
"Paperboy . "| icenced to thril- 


all summer long - getit. 
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From the programming team that 
brought you the sensational No. 1 
“Commando”, comes the next 

coin-op classic officially licenced 


Elite Systems Ltd., Anchor House, Anchor Road, Aldridge, Walsall, England. Telex: 336130 ELITE G 


